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22 Spotlight 46 The Playing Fields 
: : : By Gregg Keizer 
Multimedia Reviews: The ebony allure of the a 
AcerPower Pentium, a new look at that old Today's CD-ROM games run on a bewildering variety of 
bolthead Frankenstein, and a peek at the platforms—PC, Mac, 3DO, Sega CD, and CD-i—so what's 
Crthconian archives the best place to play? To find out, we played the same 
games on multiple machines—and the results might sur- 
34 Edutainment prise you. 


E-mail just for kids, math games without 
tears, and an exciting intro to sports. 


40 Game On 


Corey Sandler slips into his sharkskin suit 
and tries his luck at gambling games. game for the PC. 


42 Tube Man Multimedia Survival Guide 


Whither high-tech romance in computer By Ann M. Marcus 
games? Keith Ferrell pulls back Cupid’s bow 
and sends an arrow flying into cyberspace. 


Guided Tour: MTV’s Club Dead 
By Bill Meyer 


MTV brings its flashy sense of humor and its flair for 
the alternative to Club Dead, a futuristic mystery 


Your computer won't recognize the new CD-ROM drive. 
The sound card isn’t functioning. H-e-e-e-Ip! 


44 Multimaniac 61 Days of Death and Glory 
Paul Bonner fattened up faster than a By Barry Brenesal 
hale ae eu gine al gece Let your PC take you back to the days when gallant 
OO ee knights held the day and damsels were ripe for rescuing. 
pounds, multimedia-style. 
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Don Steinberg creates the first E? Game-a- 
Matic and gets to know the inner Doom Guy 
in an exclusive interview. 
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It’s OK to Play 


GD isecc-came machines like the Sega Genesis and Super Nintendo Entertainment 
System have carved out a $5 billion market among teenage boys, while multi- 
media personal computers have captured the imagination of the American public 
as a whole. But CD-ROM-based gaming machines such as the 3DO, CD-1, and Sega 
CD have barely dented the public consciousness. 

Why? 

As contributing editor Gregg Keizer discovers in “The Playing Fields” (page 
46), it’s not necessarily because the PC or the Mac is a better platform for games. 
We tested the same games on a variety of different platforms, and the personal com- 
puter was not always the overwhelming winner. Other game systems offer better 
graphics, comparable sound, and faster action—for much less money. 

Although a recent Infocorp study indicated that 76 percent of multimedia PCs 
are used to play games, it’s the computer’s ability to do many things well that jus- 
tifies its relatively high cost. In fact, most people claim they buy multimedia PCs to 
work at home or to help foster their children’s education. Sure, those activities 
are common, but once people get their systems home, the unit spends the majori- 
ty of time providing entertainment to adults. 

Game machines, even the fancy new ones on the way from Sega, Nintendo, 
and Sony, can’t hide what they’re all about the way that PCs can. Even though 3DO 
chief Trip Hawkins likes to tout his machine as an on-ramp to the information high- 
way because it’s adaptable to interactive TV and other media, most people—those 
who have heard of 3DO, anyway— think of it as a kind of super Super Nintendo. 

PCs, on the other hand, have a more serious heritage. While games showed up 
almost immediately, they played second banana to such business stars as spread- 
sheets and word processors. (Although one spreadsheet junkie I know claims to con- 
sider Lotus 1-2-3 “recreational software.” ) 

Even in the age of multimedia in every home, PCs do a lot more than play ter- 
rific action games. Advanced strategy and puzzle games from Myst to MTV’s 
Club Dead (see “Guided Tour,” page 52) make good use of the computer’s pow- 
er, while flight sims and high-resolution adventures such as Under a Killing Moon 
(see review on page 72) demand a level of sheer computing horsepower not generally 


found in dedicated gaming machines. And innovative and entertaining reference ti- 
tles available for the PC and Mac bring to life subjects ranging from the Vietnam 
War to Macbeth (see Spotlight, page 22). 

Maybe it’s time we quit trying to ignore the computer’s talent for entertaining. 
Why not stop being embarrassed and embrace the fun computers can provide? 

Ironically, that kind of acceptance will also ease the way for CD-based gaming 
machines. While millions of people are willing to spend $2,000 on a multimedia PC, 
they balk at buying a $500 game machine. If we can learn to fully appreciate the 
PC as an entertainment platform, it may make it easier to accept the role of high- 
end game machines as a legitimate playground for grownups. \= 
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ero? ORIGOIN NOW 


e600 0¢8 ‘@-:; face it — putting a truly great game 


on a floppy disk is like trying to play profess- 


WING COMMANDER? III 


ional football in a bathtub: you really need more room. That’s 


designers at ORIGIN are excited 


creating CD-ROM games. Finally, we 


4 Sos ee 


ULTIMA? VIII 


can roll up our sleeves and weave magic. ® You want impossibly 


awesome graphics? Watch our fully detailed 


art blow you away. Hunt down the meanest 


WINGS OF GLORY” 


aliens in dozens of different galaxies — without having to guess 


at what they really look like. @ You’re wired for sound, aren’t 


you? Then you should expect all your adventures to have it! 


We have dynamic, orchestral sound-tracks 


SO phenomenal you'll wonder where we’ve 


SYSTEM SHOCK 


hidden the conductor. @ Of course, for everything you gain, you’ve 
got to lose something. With a CD-ROM game, what you lose is 


a the hassle. Forget about corrupt disks, too 
a P. 


= little hard drive space or making back-up 
ARMADA” 
copies. It’s ancient history. Finally you can pop in a game worthy 


of the system you bought for it. ORIGIN creates worlds to take 


on the multi-media challenge. 


Now it’s up to you to conquer them. An Electronic Arts® Company 


CREATES WORLDS ON CD 


Origin, Ultima, We create worlds and Wing Commander are registered trademarks of ORIGIN Systems, Inc. Pagan, System Shock, 
Armada and Wings of Glory are trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts 
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Head and Shoulders 
Above the Rest 

First, let me say that your publication stands 
head and shoulders above the myriad other 
interactive entertainment magazines. At last 
count, there were 14 such magazines on my 
local newsstand. I subscribe to only one— 
Electronic Entertainment. 

I especially liked your December issue 
because of its comprehensive coverage of all 
the Doom wanna-be’s (“Natural Born Doom 
Killers,” page 58). It showed which titles are 
worth my precious dollars. 

I have one suggestion for the magazine. 
Please print larger screen shots of new 
games. Graphics are essential to computer 
games, and the small pictures don’t do the 
games Justice. 

My main point is to commend you and 
your staff on a very entertaining and useful 
magazine that is both professional and per- 
sonal. Hats off. 

Richard B. Gray 
Unionville, CT 


Looks Can Be Deceiving 

I purchased FIFA International Soccer from 
Electronic Arts based on your November 
review. It looks and sounds terrific, but as a 
game it is very poorly designed. 

It is virtually impossible to dribble and run 
with the ball, two fundamental elements of 
soccer. In addition, the player ratings are only 
loosely correlated to their actual skill, and goals 
are almost randomly allowed or disallowed. 

Despite its look, FIFA is totally unrealistic 
and from time to time downright infuriating 
for someone who is familiar with soccer. 
Clearly, the designers concentrated on making 
the game sell and did not care about realism. 
Gabor G. Laufer, M.D. 

Russellville, KY 


While scoring can be random and accurate 
passing a bit difficult, FIFA is the best overall 
computer soccer game. It’s true that Electronic 
Arts sports games are more presentation than 
exact simulation—check out John Madden 
Football. Nonetheless, FIFA is not just about 
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good looks. It offers the greatest number of 
teams and game options to create a strong mix 
of simulation and arcade so that it’s fun for all 
sorts of players. —Ed. 


Few Thrills, Lots of Frills 
Recently, | bought a multimedia computer. It 
is an amazing improvement over my vintage 
Tandy 1000. The graphics and sound blow 
me away. To put it to good use, I’ve been 
reading Electronic Entertainment to discover 
new CD-ROM games. 

What I’ve found from playing a bunch of 
CD-ROM titles is that they rely on high-end 
graphics and sound. Without these features, 
the games are not especially entertaining. 
They look and sound great, but after a few 
plays, the novelty wears off. Then, you are left 
with an expensive game that is not much fun. 
Of course, there are exceptions, such as The 
7th Guest. But from my experience, most 
CD-ROM games are skin-deep. 

A few weeks ago, I bought Out of this 
World for $10. It is great. It is not what you 
would call a “multimedia” game, but it’s still 
excellent. Can you recommend some games 
that have exciting graphics and sound, and 
engaging game play that keeps you coming 
back? Also, is there a sequel to Out of this 
World in the making? 

Casey Mann 
Ada, OK 


If you liked The 7th Guest, check out 
Trilobyte’s sequel The 11th Hour and Access’s 
Under A Killing Moon. Creature Shock from 
Virgin Interactive Entertainment and Cyberia 
from Interplay are two new games that 
include the latest in graphics and don’t com- 
promise real arcade mayhem or action and 
adventure. Sorry to say Interplay is not plan- 
ning a follow-up to Out of this World. —Ed. 


Graphix 

Nothing is better than calling a BBS and see- 
ing the words, “You have one message.” So, 
when a fellow user started leaving me mes- 
sages, I was delighted. He explained that he 
likes “graphic” files and I—being the naive 


Letters 


user that I am—agreed completely. Print 
Shop Deluxe CD Ensemble is my favorite 
“oraphics” program. 

When he wrote to me again, he explained 
that his wife couldn’t understand why he 
liked “graphic” files. Nonetheless, he asked if 
I had any I would like to trade. 

Suddenly, it dawned on me that he was 
talking graphics with an “X”—pornography. 
Needless to say, I’ve learned that all graphic 
files are not the same. 

Sandra L. Toney 
Plymouth, IN 


Don’t Have the Cash 

I liked your feature “Software Behind The 

Scenes” (November 1994, page 64). 
Autodesk 3D Studio is amazing, but I 

don’t have the cash for it. Are there any other 

programs that are less expensive? You did 

mention CrystalGraphics’ TOPAS Profes- 

sional, but you didn’t give a price. What’s the 

bottom line on that one? 

Dan Newell 

Apalachin, NY 


CrystalGraphics’ TOPAS Professional is not 
cheap either: It retails for $2,495. To create 
professional quality 3-D models like the ones 
in “Software Behind the Scenes,” you have 
to pay top dollar. —Ead. 


Whoops 

Our December joystick roundup (“’Stick It 
to ’Em,” page 144) misstated when 
Advanced Gravis’ Phoenix controller 
would be available; it has been shipping 
since September. 

The November story “Soccer: The Real 
Football” (page 104) incorrectly listed the price 
of Sensible Soccer. The price of the U.S. version 
from Everyware Software is $19.95. —Ed. 


Got something you want to get off your chest? 
Do it! Write, fax, or e-mail us at: Letters to the 
Editor, c/o Electronic Entertainment, 951 
Mariner’s Island Blvd., Suite 700, San Mateo, 
CA 94404; fax: 415-349-7781; MCI ID: 619- 
7340; and CompuServe: 73361, 265. 


Are you frustrated with your joystick cause its just not meeting the demands of your favorite PC games? Does it lack that extra thrust 
you need to overtake the enemy? Is it missing that pin-point accuracy and superior control? Well, don't get mad. Get LETHAL! 


The Lethal Series by QuickShot is a new line of quality game controllers for the IBM and compatible PC. With features like built-in 
throttle control, positive response fire buttons, and high-speed turbo-fire capability, the Lethal Series will meet your need for speed, 


accuracy, and conirol. So experience the difference with the Lethal Series. * shown above: QS201 Super Warrior (left) and Q$203 Avenger (right) * 


QuickShot Technology, Inc. 47473 Seabridge Drive, Fremont, California 94538 Tel: 510-490-7968 Fax: 510-490-8370 
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Metal Head” 


Get your mind out of the gutter and back on video games where it belongs! 
Because when it comes to thrills, Genesis 32X games dish out all the excitement you can handle! 
They blast your optic senses with over 32,000 colors. 
32X games are more THREE-DIMENSIONAL, more realistic and 40 times faster than 16-bit games. 
And there are lots of hot 32X games that can satisfy your urges in ways 
other games can’t. Once you get the 32X-PERIENCE, you won't want anything else. 


(Except that, you animal!) 


“oh Baby... © 


MATURE 
AGES y z 


Welcome to the portion of the ad written by our lawyers: This official seal is your assurance that this product meets the 


highest quality standards of SEGA™. Buy games and accessories with this seal to be sure that they are compatible with the 


Sega systems. Sega, Genesis, Genesis 32X, Virtua Racing Deluxe, Motocross Championship, Cosmic Carnage, and 


Welcome To The Next Level are trademarks of SEGA. © 1994 SEGA. All rights reserved 


Doom is a trademark of Id Software. Star Wars is ®, ™, and € 


) 1994 Lucasfilm Ltd. All rights reserved. Mortal Kombat”!| 


©1994 Acclaim Entertainment, Inc 


©1993 licensed from Midway® Manufacturing Company. All rights reserved. Acclaim® 


All rights reserved. Golf Magazine is a federally registered trademark of Times Mirror Magazines, Inc 


PEG Classics 


Cr ea large vaca’ of oa oe on nCD- 


ts Group) software encoding technology. — 


With an MPEG decoder PC board now avail- 
able from a number of manufacturers (see 
_ “MPEG Right Now” on page 102), you can view 
several of Hollywood Select’s best films from. 
many categories-cartoons, classic movies, bio- 
)hies, and literary classics-full screen at 30 
a mes per second, almost equal to VHS tapes. : 


The first batch contains no blockbusters, 
- but should interest vintage film buffs. Look for 
- three one-hour volumes of Max Fleisher’s 1940 
Superman cartoons, a pair of Sherlock Holmes 
episodes, and an interactive exploration of 
i Shakespeare's As You Like . 
The videotape-computer duo hopes to 
: release about 30 tes a month at just shy of $10 
a pop. Coming soon are Bugs Bunny cartoons 
PuzzleTunes. biographies-Elvis Presley, 
James Dean, John Wayne-which can be scram- 
- bled, leaving you to set them right (High Tech- 
800-366 001; $9.95 each) cay osae! 


Pile orm: WintbD 
; Ship Date: Available now 


40 February 1995 + ELECTRONIC ENTERTAINMENT 


- nt using IBM's, MPEG (Motion Picture 
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Roll Your Own 


ae 


he long-awaited fol- 

low-up to the toe- 

tapping Rock, Rap 
and Roll adds some new 
twists to the do-it-your- 
self tunesmith. Rock 
and Roll Your Own 
moves away from the musical studios 
focus of its predecessor, which let 
you build ditties in specific genres, 
such as rock, rap, reggae, and jazz. 
Instead, the update emphasizes the 
remixing of prerecorded songs. 

Eight original songs, as well as 
“Were- 


will be avail- 


Warren Zevon’s classic 
wolves of London,” 
able for your personal tweaking 
and processing. You can also mix 
and match samples from all genres 


of music to compose more contem- 


porary-sounding tunes. A reggae 


background, for instance, can play 
alongside heavy-metal guitar or 
hip-hop bass. The 3DO version will 
let you. incorporate video into your 
compositions, for that complete 
audio/visual experience. (Com- 
pton’s NewMedia; 800-862-2206; 
less than $40) 


—Joel Enos 


Platform: Mac CD/Win CD/3D0 
Ship Date: Mac CD/Win CD, 
January 1995; 3D0, mid-1995 
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ans of Felix the Cat won’t want to 
miss Felix’s Cartoon Toolbox 
from Big Top Productions. Kids of 
all ages can create original animated cartoons 


starring Felix, Poindexter, Rock Bottom, and the 


rest of the classic gang. Select one of the program’s 
detailed and colorful backgrounds, then plop in 
your props and characters. Many of the library’s 350 objects are animated, and 
you can customize the action by moving your mouse along the path you want the 
object to take. Finish off your creation with some audio effects and a sound track. 
Note: There’s nary a violent scenario in 
the bunch. (Big Top Productions; 800- 
900-7522; $54.95) sti ttl : 
>€ s become fas 


—Christine Grech 


Platform: Win CD/Mac CD 
Ship Date: January 1995 


911 Porsche Turbo, tickets to the NBA finals, 

and the new IBM 755CD ThinkPad note- 

book computer have more in common than 
you might imagine. Think how stoked you'd be if 
you could afford any of them. 

The $7,599 755CD is the new luxury yacht 
of the portable multimedia world. At just more 
than seven pounds, it features a double-speed 


CD-ROM drive, an Mwave digital signal proces- 
sor with 16-bit audio, integrated speakers, 
video and television support for motion picture 
capture and playback, a bright 10.4-inch active- 
matrix screen that displays 65,000 colors, and 
even a game port for joysticks and MIDI 
devices. 

IBM has stuffed some horsepower under the 
small hood, too. This ThinkPad is con- 
trolled by a 486DX/4 100/33MHz 
processor and ships with 8MB of 
RAM, upgradable to 40MB, and a 
540MB hard drive that can be 
replaced with a whopping 810MB 
model. For folks on the move, the 
755CD also includes a 14,400-bps 
fax/modem, a combination telephone 
and speaker phone, and an answer- 
ing machine. Still not enough? It’s 
even preloaded with more than a 
dozen games, productivity applica- 
tions, and graphics programs. 

Own a 755CD, and you'll definitely 
be the coolest computer owner on the 
block. You’re probably already the 
richest. (IBM; 800-426-2968; $7,599) 


—Bill Meyer 
Piatform: PC 
Ship Date: January 1995 
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Nerd 


Computer geek has become fashion 
chic. The sartorial accompaniments that 
once made grown men shriek in terror 
(black socks and sandals, bulletproof 
glasses) have done a cultural flip-flop and 
are now all the rage. Suddenly, cool is 
having the most RAM and surviving the 
hard-drive Enter 


most crashes. 


: lenge ss? ana f Sock + Saal 
Li ced out in the latest techno fashions. 
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Soft Wear, a new line of 
goofball clothing designed to reflect this 
revenge of the nerds and now appearing 
on shelves at Software, Etc., stores. The 
Chiphead line includes T-shirts, sweat- 
shirts, polo shirts, boxer shorts, and base- 
ball caps. What, no pocket protectors? 
(Chiphead Soft Wear; 612-893-7644) 


—James Daly 
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another doct 


People Weekly has been just 
about the coolest piece of pop 
trash for 20 years. People: 20 
Years of Pop Culture jumps into 
the CD-ROM market with info and 
pics of everyone from John Travolta 


to the irritating denizens of Melrose 
Place. Also check out the star 
maps, which romantically, artistical- 
ly, and financially link anyone and 
everyone who has ever come into 
contact. (Voyager; 800-446-2001; 
Win/Mac CD, $29.95) 


The last two dacace People style. 


™ Medio Multimedia plans to 
incorporate Internet access 
into all of its CD-ROM titles, 
ranging from its monthly Medio 
magazine to J.F.K., Jets, and 
Vietnam. The client software will 
be free, while the company will 
charge a small fee for connect 
time and downloads. The new 
feature, which will be available 


early this year, will log users 


directly into the appropriate 


Internet newsgroup to discuss 


issues raised on the disc, such 


as alt.conspiracy jfk. If no such 


newsgroup exists, says Medio 
President Steven Podradchik, 


“We'll create one.’ ” (Medio Multi 
‘media; 800-788-3866) Cae 
'& Tim Curry, the emine 


N. Furter of Tt 
Picture Show 


Interactive World's Fair 


ee wn PSORRLEENCHORAOION 


ttending a real World S 

Fair means an expensive 

plane trip, but if you 
want to stroll around the 
Interactive World’s Fair, all 
you need to do Is turn on your 
computer. Knowledge Adven- 
ture Worlds and theme-park 
developer Landmark Enter- 
tainment have hooked up to Explore a futuristic fairground without leaving your living room. 
create an online futuristic World’s Fair that people all around the world can visit from 
the comfort of home. The idea is to replicate the feeling of a real international exposition, 
so the vast fairground will include 3-D pavilions and exhibits. You’ll be able to point, 
click, and wander through the show and even communicate in real time with the thou- 
sands of other online visitors who appear as moving animated figures. The fair is divided 
into more than a dozen zones, each with its own theme. Play interactive games with other 
fairgoers, attend lectures and stage shows, or just paw through the racks of goodies in the 
shopping area. And you won’t have to look for your rental car in an enormous parking 


lot when you’re done. (Knowledge Adventure Worlds; 800-446-3636) —James Daly 


Piatform: Win CD/DOS CD/Mac CD 
Ship Date: November 1995 


It was a matter of time. 
MTV: Music Television, 
the music-video monolith 
that contributed gener- 
ously to reducing teen 
attention spans to an all- 
time low, is going interac- 
tive. MTV Interactive 
(MTVI) will work with 
Viacom New Media and 
its own online division to 
develop video games, CD- 
ROM titles, online ser- 
vices, and, eventually, in- 
teractive television. 


MTV goes interactive in the adventures of Aeon Fiux. 


potential games being 
kicked around. 

The company also 
plans to launch a full- 
featured online service 
during the next several 
months. If the tests pan 
out, you may see the 
work of successful fash- 
ion designers such as 
Marc Jacobs, Todd Old- 
ham, and Anna Sui avail- 
able for perusal and pur- 
chase. One test format 
is a 24-hour shopping 
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Viacom New Media has already released a Beavis channel with supermodel Cindy Crawford rumored 
& Butt-head video game and a glossy whodunit CD- _ to be considering the role of home-shopping host- 
ROM, Club Dead (see our Guided Tour on page 52). ess. (Viacom New Media; 212-258-6000) 
The Brothers Grunt and Aeon Flux are just two of the —-Ann M. Marcus 
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Introducing The Quad Speed Diamond Multimedia Kit 5000. 


Great Audio: 
The Fastest Drive: High Performance 
Quad Speed CD-ROM Drive. Magnetically Shielded 
Instant Response: Stereo Speakers. 
600KB/second transfer rate. 100-15,000 Hz frequency 
response. 


Top CD Titles: Over 30 
CD Titles Included. 
Including Myst, Rebel 

Assault SE|" Compton's 
Interactive Encyclopedia, 
Family Doctor, Sim City 2000, 
Mega Race, Where in the 
World is Carmen Sandiego?, 
and more! 


Easy Installation: Includes 
Quick Start Video. 


Diamond Multimedia’s Kits are loaded 
with features and software that’s unmatched! 
Brought to you by Diamond, known for 
their full line of award-winning Viper™ and 
Stealth™ products. 

Now with the Diamond Multimedia 
Kit 5000, you have maximum performance 
and quality thanks to the quad speed 
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Stereo 
Headphones. 


DIAMOND 


DLAMOPD 
PAUILTIMEDIA 
KIT S000 


CD-ROM drive, the fastest in the industry, 
linked to a Wave Table upgradable 16-bit 
sound card. Or, get the Diamond Multimedia 
Kit 1000 with the blistering fast, double 
speed CD-ROM drive, for even less money! 
Both are a snap to install and have more 
than thirty hot software titles for the best 
value in the market. 


Clip-on Microphone: pow? 
Compact & gov 
Omni-directional. 


CD Quality Audio: 
Diamond 16-Bit 
Sound Card. 

Works with all Sound Blaster 
Compatible Games. 
Wave Table Upgradable. 


So get it loaded. Fast. Choose the most 
complete kit available today, the Diamond 
Multimedia Kit. Call 800-4-MULTIMEDIA 
for details, or use our FAX-Back service 
at 800-380-0030. 


All trade names referenced are the service mark, trademark, or registered 

trademark of the respective manufacturers. Rebel Assault SE trademark and copyright 
1993 LucasArt Entertainment Co. Used under authorization. All rights reserved 

© 1994 Diamond Multimedia Systems, Inc., 1130 E. Arques Avenue, Sunnyvale, 

CA 94086. 408-736-2000. Fax: 408-730-5750 


MULTIMEDIA 


(Formerly Diamond Computer Systems, Inc 


from page 12 
the monster. (Interplay; 800-969- 
4263; Mac CD, not yet priced) 
™ You don’t have to be a physi- 


cist to enjoy the lectures of 
Richard Feynman-—just naturally 
curious. Now you'll be able to 
check out the late physicist and 
all-around iconoclast on an inter- 
active CD-ROM. The disc will 
include easy-to-understand exam- 
ples of physical principles, as well 
as anecdotes about this colorful 
professor’s bohemian ways. 
(Helix Books/Addison-Wesley; 
800-358-4566; $59.95) 

® A California start-up plans to 
market a digital audio system 
that let you download hours of 
online information in minutes via 
lines. The 
Listen Up audio system and 
Audio On Demand subscrip- 
tion service from Information 


cable television 


Highway Media let you order 
readings of books, magazines, 
newspapers, and music to be 
delivered over cable TV lines to 
an adapter. Transferring up to 
ten hours of content to the 
adapter’s mini hard drive takes 
about six minutes, claims com- 
pany president Nathan Schulhof. 
The mini hard drive fits into your 
tape deck. Information Highway 
Media expects the audio system 
to sell for less than $250, with 
the content service running 
between $8 to $10 per month. 
Look for it by year’s end. 
(Information Highway Media, 
800-775-4783) 

® Atari plans to manufacture a 
virtual-reality headset for use 
with its Jaguar 64-bit game sys- 
tem. Atari says that the headset 
will be available by Christmas of 
1995 for less than $200. The cur- 
rent crop of personal VR headsets 
are priced at around $800 each. 

m Ready for some download- 
able boogie? If you own a 
Sound Blaster AWE-32 card 


continued on page 16 


r. Ruth Westheimer, 

the guru and grand- 

mother of sex, has 
promoted sexual literacy 
and liberation for more 
than 25 years through 
her syndicated newspaper column and countless 
radio and TV appearances. Now she’s taking her 
message into the next century with her first CD- 
ROM, Dr. Ruth’s Encyclopedia of Sex from 
Creative Multimedia. Assistant Editor Bill Meyer 
recently spoke with the good doctor. 
E2: What are you hoping your encyclopedia will 
achieve? 
Dr. Ruth Westheimer: | hope for those people who 
are computer literate that this will lead to sexual lit- 
eracy and make them less embarrassed about sex. 
Because it is On a computer, it is more public and 
implies that there is nothing to be ashamed of. 

I would like very much for high school kids to 
use the CD-ROM to learn the things I have to say. 
If a high schooler learns that they need to use a 
condom and engage in safer sex—there’s no such 


thing as safe sex—then I have done something. 


E2: What do you think about online romances 
over computer networks? 


Dr. Ruth: I’m all for it, if once they meet they are 


Home Movies 


Enter the lobby of HyperBole Studio’s Portals, and set- 
tle in for one of ten award-winning but brief (10 min- 
utes or so) interactive films running in real time. The 
flicks range from Commit the Body, a video and text 


montage set in the mind of an 1870’s sea captain, to 
Just a Few Friends, a collection of personal reflections 
on AIDS and HIV. Best of all, you don’t have to pay 
again if you want to see another movie. (HyperBole 
Studios; 800-489-3767; street price $40) —Fredric Paul 


Platform: Win/Mac CD 
Ship date: Spring 1995 
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Star Talk with Ur. nutn 


Dr. Ruth, the funkiest physician around. 


not disappointed. Talk- 
ing through a computer 
is very different from 
actually meeting some- 
one. So, if they make 
contact, they meet, and 
already have one thing 
in common—namely, the love of computers— 
great, no problem. 

E2: What do you think of the pomographic CD- 
ROMs? 

Dr. Ruth: | am against pornography only—only— 
when it includes children or violence. Anything 
else for consenting adults is perfectly fine with me. 
E2: How do you feel about virtual sex—that is, 
sex simulated by a computer? 

Dr. Ruth: I would rather that people actually 
touch each other and have a good time and look 
into each other’s eyes. 

E2: Have you ever thought about having an 
online bulletin board or forum? 

Dr. Ruth: It’s not fast enough. Here is what will 
happen instead. My newspaper column—once a 
week for adults, once a week for teenagers—will 
be on CompuServe starting in January 1995. And 
I think that’s fantastic. 

E2: One more question—off the record. What is the 
average length... 
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PHOTOGRAPH BY REGALO/SHOOTING STAR ARCHIVES 


Our new game is all in your head. 


Youre playing the most amazing game ever genres like arcade and strategy—even racing simulators. 
created. You're moving unheard-of characters Or start from scratch. Now point, click, and customize— 
through your living room. You're riveted to the it's that easy. With hundreds of backgrounds, anima- 


3-D graphics and rocking to the tions, sound effects and charac- 


booming sound. There's just one thing: ters, the possibilities are mind 


This new game is all in your head. boggling. And because your creations 


But spare the aspirin: There's a revolutionary work as stand-alone games, you can give 


new program that turns your head games into real them out to friends—and watch their heads spin. 
games. It’s called Klik & Play. Start So open your mind to Klik & Play. And see what a 
with a set of ready-made games in heady experience making your own games can be. 
The Revolutionary Instant Game Creator. M{IA X IS 


Available for Windows™ and Windows CD. © 1994 Europress Software and Francois Lionet/Yves Lamourex. All rights reserved. Klik & Play is a trademark of Europress 
Software. Maxis is a registered trademark of Sim-Business. For product, ordering or demo information, contact your local retailer or call 1-800-33-MAXIS. 
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from Creative Labs, you might 
be familiar with E-mu Systems, 
which provides the MIDI sam- 
ples that allow your system to 
rip like a blazing machine gun or 
a sing like a mellow saxophone. 

E-mu calls its samples 
SoundFonts, and the company 
has begun to sell them so that 
users can download new instru- 
ments, effects, and other aural 
candy to memory. E-mu wants to 
make available every conceivable 
instrument and effect known to 
man and plans on releasing ten 
new disks of sounds every month. 
Just out are two collections of 
grand-piano sounds as well as 
rockin’ instruments, world instru- 
ments (including the sitar and 
koto), and haunting sounds such 
as creepy breath, breaking glass, 
and hell’s bells. Oooh, scary. (E- 
mu; 408-438-1921; Windows/ 
DOS; $29.95 each) 

Reuters NewMedia has 
begun offering a photojournal- 
ism magazine created ex- 
pressly for online users. The 
monthly, called Reuters Pho- 
tojournalism, is available in 
the Reuters News Pictures 
Forum on CompuServe (GO: 
NEWSPIX). The issues take a 
peek at the behind-the-scenes 
world of news photojournalists 
and include stories about what 
it’s like to cover the White 
House or take photos in the 
middle of a battle. 

The ongoing Ocean Chal- 
lenge project lets Delphi users 
take part in Class Afloat, an 
international study program for 
high-school juniors and 
seniors. As the 51 students 
aboard the sailing ship Con- 
cordia make their way to five 
continents, online subscribers 
can participate by asking ques- 
tions, consulting the Concor- 
dia's logbook, and getting 
updates on the adventure. 


ne of the biggest actors in moviedom 
will take on some of the greatest sto- 


ries ever told later this year when 


hits the shelves. 

Heston, who won acclaim as Moses in the 
1956 epic The Ten Commandments, serves 
as host for the two-disc set, which is based on 
a miniseries from the. Arts & Entertainment 
Network. Heston is the tour guide through 
the Holy Land, bringing users along for a 
ride through ancient sites in his Land Rover. 

The CD-ROM presents the Bible from a 
nondenominational perspective, with the 
Old and New Testaments on separate discs. 
The biblically curious can explore 3-D mod- 


els of key religious sites, such as the Second 


Temple in Jerusalem (of which only the 
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Tori Amos is just one of | 
_ the musicians whose 
Career you can explore 


‘ : the World Wide Web. 


| S$ a epee level of trattic, ‘1 may turn ine am | - ane 
: _ diverse groups as rec.music.beaties, rec.music.iolk 
If you have World Wide Web access, be sure to check out the Web Wide Word 


Tour the Holy Land with Chariton Heston as your guide. 


Wailing Wall remains); gaze upon 400 relli- 
gious works of art; or view an hour of 
video. Heston also dusts off his thespian 
duds to take the stage at an ancient Roman 
amphitheater and read from the four 
Gospels and Old Testament. Follow along 
with the full text of the King James Bible, or 
back and let. the 


Award-winning actor’s sonorous delivery 


settle Academy 


bring excerpts to life. (Jones International; 


800-414-4776; not yet priced) — James Daly 


Piatform: Win CD/Mac CD 
Ship Date: Late 1995 


Giline 


Whistle while you work! Take 
a break and check out some 
of the growing number of 
online resources catering to 
music enthusiasts. 

A great launching point is | 
the roundup of mailing lists fre- | 
quently posted to the news.lists | 
newsgroup on USENET. Among | 
them, you'll find lists that will | 


(PRamps 


pusicians ranging from Led Zeppelin to Olivia Newton- 


ical areas. 
wt _ After a mailing-list subject ) 
read amd post messages in 
an Oe tar. 
of Music. The 


_ URL (Uniform Resource Location, which plugs into your browser software) is hitp://american.record- 
_ ings.com/wwwofmusic/index.html/. This links you to scads of music-related web pages as well as 
guitar-chord charts and lyrics for your favorite songs. One of the hottest pages is the Ultimate Band 
List, which lets you search for pictures, text files, and QuickTime movies of your favorite bands. 
Now when you get back on the Infobahn for another destination unknown, you'll have something 


to play in your dashboard radio. 
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~Andy Eddy 
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Ace’s Guide to Star Reach & 
Master of Orion 


By: Shay Addams 


Fulfill your destiny as a dragon warrior 
and learn how to master the game! 
This guide is loaded with in-depth 

Som maps to all levels, routes to avoid pit- 

“= .\ falls, complete weapon charts, and 
tons of strategies, tips, and cheats 
from the experts who developed the 
game! 

Price: $18.95 

Code: BK-306 


al 


Platform: IBM-PC 


Alien Legacy: 
Official Players Guide 
By: John Saver 


The ultimate companion for 
gamers looking to score big 
on this hit title. Get the inside 
track on saving your ship, 
speeds, drive time, and 
using technology to your 
advantage. Plus, all the 

_ maps, clues, tips and strate- 

gies you'll need to save the 

human race! 

Price: $18.95 

Code: BK-308 

Platform: IBM-PC 
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QuestBusters: 
The Book of Clues 2 


By: shay Addams 


For today’s interactive multimedia 
gamers, this is the guide of choice! 
From tips, hints and strategies to step- 
by-step instructions for 24 titles, this 
guide will please gamers of and abilities. 
Includes solutions for Lands of Lore, + ; Brault 
Gabriel Knight, Return to Zork, Seventh > 4 ay ES 
Guest, Dark Sun: Shattered Lands, and > ae : 
many more. 
Price: $18.95 
Code: BK-307 
Platform: IBM-PC 
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Microsoft Golf 2: Authorized 
Guide 


By: Corey Sandler 


Want to be the next Arnold Palmer? 
This guide includes in-depth informa- 
tion on each course provided by pro- 
fessional golfers, PLUS hole-by-hole 
strategies for Firestone, Banff 
Springs, Torrey Pines, and Mauna 
Kea. Guide also features a vacation 
guide to help you plan your next big 
golfing trip! 

Price: $18.95 

Code: BK-316 

Platform: IBM Windows 3.X or higher 


To order, fill out product order form and mail to: 


s Add only $4.00 for shipping and handling ($6.50 to ship to Canada, 
$9.95 to ship outside U.S.) Add $2.00 for each additional book, 


$3.00 outside the US. 
® Add sales tax, residents of CA, IL, and NJ only (CA = 8.25%, 
IL = 6.25%, NJ=6%) 


Electronic Entertainment 
P.O. Box “P” 
San Mateo, CA 94402 


Oty. Unit Price Total 


J Check/Money Order VISA J Master Card | ae 
Credit card No. Expiration: Yd 
— Seana as 
Name: _ Subtotal 

Address: Shipping 

City: 7 7 State: Zip Code: Sales Tax (CA=8.25%, IL=6.25%, NJ=6%) 
Phone: Or call 800-360-2228 to order NOW! 


Grand Total (U.S. dollars only) 
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The best-selling PC, Mac, and CD-ROM entertainment software 
eee eae 


1 Myst Stunning visuals, haunting Outpost Sierra On-Line’s space- Microsoft Flight Simulator 5.0 


The Best of Microsoft Entertain- 
ment Pack just makes the cut at 
No. 9 on the PC list. 


The Leader Board is a compilation of top-sell- 
ing software in 1,300 retail stores for 
September 1994. Some titles may appear in 
more than one category. Source: PC Data. 
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Pps inching up the 
rt—now, at No. 6. 


audio, and logical solutions will 


keep this revolutionary game high 
on your play list. It has been high on 
the PC chart for 7 months. 
(Broderbund Software; 800-52 1- 
6263; Win CD, $59.95) 


TIE Fighter |n this Star Wars 
adventure, you no longer help Luke 
and the rebels. This time, you're out 
to do Darth Vader's bidding. 
(LucasArts Entertainment; 800- 
782-7927: DOS, $63.95) 


5 ft. 10 Pak A bargain-priced ten- 
disc compilation of games and 
multimedia titles, including Doom, 
Episode 1; King’s Quest V; Time 
Man of the Year; and World 
FactBook. (Sirius Publishing; 800- 
247-0307; DOS CD/Win CD, 
street price $40) 


Myst Stunning visuals, haunting 
audio, and logical solutions will 
keep this revolutionary game high 
on your play list. (Broderbund 
Software; 800-521-6263; Mac 
CD, $59.95) 


SimCity 2000 Build your city of 
the future with this improved ver- 
sion of the classic urban-simulation 
game—making its tenth appear- 


n y games and mul- 
s, including Doom, 
| King! S ae V; Time 


Sierra's space-survival 
is re wel — nag- 
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survival simulation is selling well 
despite nagging bugs and missing 
features—enjoying month four on 
the PC chart. (Sierra On-Line; 800- 
757-7707; Win/Win CD, $69.95) 


SimCity 2000 Build a city of the 
future with this improved version of the 
classic urban-simulation game. (Maxis; 
800-336-2947; DOS/Win, $54.95) 


Rebel Assault Intense 3-D 
graphics and furious action high- 
light this Star Wars action adven- 
ture. (LucasArts Entertainment; 
800-782-7927: DOS CD, $63.95) 


The 7th Guest The ghost of Henry 
Stauf just won't go away in this real- 
istic and haunting drama. (Virgin 
Interactive Entertainment; 800-87 4- 
4607; DOS CD, $99.99) 


ance on the Mac chart. (Maxis; 
800-336-2947; Mac, $54.95) 


Chessmaster 3000 This advanced 
chess simulation pits you against 
computer masters who play like the 
world’s best players. (Mindscape; 
800-234-3088; Mac CD, $49.95) 


Rebel Assault Intense 3-D 
graphics and furious action high- 


CD-ROM TITLES 


ics and furious action highlight this 
Star Wars action adventure. 
(LucasArts Entertainment; 800- 
482-7927; DOS CD/Mac CD, 
$63.95) 


The 7th Guest The ghost of 
Henry Stauf just won't go away in 
this realistic and haunting drama. 
(Virgin Interactive Entertainment; 
800-874-4607; DOS CD/Mac 
CD/CD-i, $99.99) 


Corel Gallery Ten thousand 
pieces of professional clip art on a 
single CD. (Corel; 800-772-6735; 
Win CD/Mac CD, $59) 


Microsoft Encarta Experience 
the world through video segments, 
audio clips, animation, and text in 
this high-tech encyclopedia. 
(Microsoft; 800-426-9400; Win 


0 


After more than a year of soaring 
high on the Leader Board, Micro- 
soft's Flight Simulator finally comes 
back down to earth. (Microsoft; 
800-426-9400; DOS, $49.95) 


The Best of Microsoft Enter- 
tainment Pack The 13 best 
games from Microsoft's four En- 
tertainment Packs, including Tetris, 
Pipe Dream, and Doctor Blackjack. 
(Microsoft; 800-426-9400; Win, 
$24.95) 


X-Wing Help the rebels defeat 
the Empire in this space-flight 
simulator enhanced with Star 
Wars film footage. Now all three 
LucasArts’ space operas are on 
the PC chart. (LucasArts Enter- 
tainment; 800-782-7927; DOS, 
$69.95) 


light this Star Wars action adven- 
ture. Now, it is a favorite on the PC 
and the Mac. (LucasArts Enter- 
tainment; 800-782-7927: Mac CD, 
$63.95) 


Links Pro Photo-realistic courses and 
players as well as humorous sound 
bytes highlight this ground-breaking 
golf game. (Access Software; 800- 
793-0073; Mac, $49.95) 


CD/Mac CD, $99.95) 


The Print Shop Deluxe CD 
Ensemble Five easy-to-use desk- 
top publishing applications bundled 
on one disc. (Broderbund; 800- 
521-6263; Win CD/Mac CD, 
$79.95) 


Police Quest IV: Open Season 
Join former Los Angeles chief of 
police Daryl Gates on a hunt 
through LA for a psychotic killer. 
(Sierra On-Line; 800-757-7707: 
DOS/Win CD, $54.95) 


Faicon Gold Flight Simulator 
Spectrum Holobyte’s Electronic 
Battlefield Series on one disc, 
including Falcon 3.0, MiG 29, and 
Hornet Naval Strike Fighter. 
(Spectrum Holobyte; 800-695- 
4263; DOS CD, $64.95) 


MIRAGE TECHNOLOGIES PRESENTS 


Where nothing is human, mercy is a foreign concept. At Electrocorp, 
the largest manufacturer of military and industrial robots, there are 
no humans. And when an evil virus infects, the robots begin their 
grisly uprising. There is only one way to end the rampant evil: send 
in an eliminator. You are selected. You are the Cyborg. You must 
destroy six robots, each equipped with more superior battle skills 
than the next. When the robots rise, there can be no mercy. 


7 ae, 


Ultimate in 3-D graphics 
and animation 


TIME WARNER 
abi etd aM 


Visit your local retailer, or call 800-482-3766 to order. 


—— Sees | 
The new Mindscape® presents the graphic Dragon Lore gives you full screen 3-D It's “first person" and interactive, and the 
adventure that transports you into a whole graphics and animation that lets you view game actually adapts to what you're doing. 
new dimension: Dragon Lore, created by anything from various angles. 


the developers of MegaRace™. 


ite =F - 


bi +B om 


Raise your sword to destroy your enemies, Sound effects laced with grisly screams 


or attempt to solve the gruesome challenges will keep you devoted to conquering the keep you riveted to the action. 
in @ more intelligent way. You decide. unleashed evil. 


In @ quiet valley protected hy the DragonKnights, 
your father has been murdered by a traitorous knight 
who has vowed to destroy your family. Now you must 
regain your legacy and seek vengeance. Awaiting you 
are magic spells, vicious combat, intriguing puzzles, 
and sinister creatures that dwell in this lost domain. 

There's never been anything like it. For centuries. 

Only the new Mindscape® could do it this well. 


Mindscape, Inc. 

GO Leveroni Court 
MIN DSC AP ‘<c Novato, CA 94949 

For the store nearest you, 
Call: 1-800-866-5967 


Formerly The Software Toolworks 


Formats. 3D 
* MS DOS g 
Adlib®, Pro 


id IBM®@ CD. System Requirements For IBM CD-ROM: » IBM 386 MHZ (486 recommended) » 4 MB of memory * MCGA or VGA (256 color) graphics card 
higher *Hard Disk * CD ROM drive 150 KB/second transfer rate minimum (double speed recommended) + Mouse required »* Sound Card (Sound Blaster®. 

i. Spectrum, LAPC-1) Copyright© 1995 Cryo Interactive Entertainment. All rights reserved. Copyright© 1995 Mindscape, Inc. All rights reserved. Dragon Lore is 
lindscape, Inc, 800, the 3D0 logos. and the Interactive Multiplayer are trademarks of the 3D0 Company. IBM is a registered trademark of International Business 


ration. All rights reserved. All other product names are the trademarks or registered trademarks of their respective holders and are hereby acknowledged. 


n New York nightclubs, they're called 
PIBs—people in black. They're stylish, 
cool, and pride themselves on handling just 
about anything without breaking a sweat. 
The new AcerPower Mini- 
tower computer, a P60 clad in a sleek 
black minitower case, is the multimedia 
computer equivalent of a PIB. But while 
keeping a PIB content can be expensive, 
you can bring home an AcerPower Pentium 
for about $2,500 com- 
plete. (P90 systems 
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Pentium 


start at less. than 
$2,900.) 
And _— unlike 


aloof New Yor- 
kers, the Acer is 
easy to get to 
know, thanks to 
the Out-Of-Box- 
Experience pro- 
gram (OOBE), a 
set of steps that 
get you up and 


running easily. 
Beginning with 
an intormative 
color poster, one- 
time Power-Up 
program, and 
Acer Computer 
Explorer (A.C.E.) 
system, even 
first-time users shouldn't have any trouble 
getting started. While not quite as exten- 
sive as the interfaces that ship with 
Compag and Packard Bell computers, the 
OOBE program also offers instant 
access to games, applications, communi- 
cations, and other options. It even auto- 
matically registers your system. 

We tested an AcerPower 9892TG, 
complete with all the basics and plenty of 
extras. Our system featured a GOMH Intel 
Pentium, 8MB of RAM, and a 540MB PCI 
local-bus-connected hard drive. The ma- 
chine also included local-bus video with 
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There’s a new 
tower on the com- 


puter skyline: the 


AcerPower Pen- 
tium Minitower. 
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ACERPOWER PENTIUM MINITOWER 
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Pentium Noir 


1MB of dedicated video RAM for taster 
performance and there are three open 
local-bus slots for additional peripherals. 

Our test unit included a 56L 15-inch 
Super VGA monitor with a complete set of 
front panel controls—in matching black, of 
course. Multimedia comes courtesy of a 
Panasonic double-speed CD-ROM drive, 
an Acer 16-bit sound card, and a pair of 
small speakers labeled “Acer” (but made in 
China). The speakers shipped with an AC 
adapter, but they emitted a loud, annoying 
hum whenever they were plugged in and 
turned on (Acer claims this is not a consis- 
tent problem). As is the case with most 
multimedia systems, you should make 
room in your budget to replace the bundled 
noisemakers with a set of high-quality 
speakers to enjoy the full effect. 

PIBs can be silent and sullen; the Acer- 
Power comes ready and willing to commu- 
nicate. The 9892TG ships with a 14.4 
Kbps fax/modem, trial accounts for Amer- 
ica Online and Prodigy, and NetCom's 
NetCruiser Internet connection software. It 
even includes everything you'll need to 
configure the machine to act as a slightly 
cumbersome telephone answering system 
(‘Press 1 to speak to Fred...Press 2 to 
speak to Pam”). 

Of course, you also get a mostly- 
Microsoft bundle of DOS and Windows 
software titles, including Quicken for home 
finance chores, Microsoft Multimedia Golf, 
Math Blaster Plus for kids, Epic Pinball, 
the Microsoft Encarta encyclopedia, 
Microsoft Soundbits for creating and 
managing your system sound effects, and 
the Microsoft Productivity Pack, including 
Microsoft Works. 

Oh, and if you find black too gloomy, 
cheer up. The AcerPower comes in basic 
beige, too. (Acer America; 800-368-2237; 
street price, $2,499) —Fredric Paul 


Platform: PC 
Rating: « + + 


METAL MOCKERY 


Tapped Out 


his Is Spinal Tap, the 1984 Rob 

Reiner film that mercilessly skew- 
ered self-important rock 'n’ roll docu- 
mentaries, is rearing its unkempt head 
on a computer near you. The two disc 
offering includes the entire 82-minute 
mockumentary, but cleverly offers you a 
choice of three audio tracks: the straight 


Pick the Scenari 
road to disaster. 


— 


10s to include on Spinal ‘Tap’s 


footage featuring the perpetually self- 
destructing British metal mavens; a sec- 
ond line of running commentary from the 
actors/band members (Christopher 
Guest, Michael McKean, and Harry 
Shearer); and a third track that gives 
Reiner and assorted producers a chance 
to chime in. More than a cheap way to 
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Have you noticed hidse 
A slick touchpads that adorn 
peey s new PowerBooks in place 
of a trackball or a mouse? If you 
wished you could have such a 
convenience for your PC, you’re in 
luck. Alps Electric’s new Glide- 
Point puts that kind of fingertip 
control at, well...your fingertips. 
Plug the less-than-two-ounce 
GlidePoint into your PC’s mouse 


The Tap-heads, trying to keep a leaky rock ’n’ 
roll boat afloat. 


beef up the disc, the added commentary 

reveals such interesting tidbits as the 

fact that Guest (who played guitarist 

Nigel Tuffnel) later traded the jacket he 

wore in the movie to guitar wizard Jeff 

Beck in exchange for one 
of Beck's guitars. 

The disc offers an 
Incredibly quick search 
Tunction that lets you locate 
anything trom an_ individual 
song to the appearance of 

certain body parts. Also 
included is a volume knob 
that goes all the way to 11 (of 
course) and a second disc 
with more than an hour of out- 
takes. But we found the rewind 
and fast-forward functions to 
| be miserably slow. You'd have 

to be a Spinal Tap addict to fully 

appreciate this disc, but if you are, it’s one 
CD-ROM you shouldn't be without Movie 
butts will be happy to learn that Voyager has 
plans to extend these types of treatment to 
other classic films. (Voyager; 800-446- 
2001; $34.95) —James Daly 


Piatform: Win/Mac CD 
Rating: *« 4 4c 4 


Let Your Fingers Do the Gliding 


port, then skate a fingertip across 
its small, smooth surface to move 


Arr /Stttts 


Secrets of Stargate shrinks big-screen 


effects into tiny windows. 


Platform: Win/Mac CD 
Rating: 


the cursor. You can use the three built-in 
buttons to click and select objects or just 
simply tap your finger. One quick tap is 
equivalent to a click, a double-tap double- 
clicks, and you can double-tap and press 
to drag and drop. The GlidePoint is cool to 
look at and handle, especially in close 
quarters, but it takes practice to keep 
from overshooting your mark. (Alps 
Electric; 800-825-2577; $96) 

—Fredric Paul 
Platform: PC 
Rating: *« -*« + 
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Mary Shelley’s text 
is enhanced with 


Spotlight 


line animations 


and movie stills. 
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SIGHTS 'N’ SOU NDS 


Sound Gets 
A New Look 


Good sound doesn’t 
have to come out of 
square boxes. 


nteract’s Aerospace SV-720 amplified 
speakers give sound a new shape. 


These magnetically shielded speakers are 
encased in spaceship-shaped shells (say 


The new edition of Microsoft Encarta ’95 
boasts five new “interactivities” that let you 
explore places and 
concepts such as Ellis 
Island, fractals, world 
music, foreign lan- 
guages, and _ nutri- 
tion. This year’s 
model of the elec- 
tronic encyclopedia also adds a 
streamlined search function, 3,000 new arti- 
cles, and updates on almost 10,000 more 
stories. You get a total of almost 30,000 
articles, 8,000 photos and graphics, almost 
10 hours of sound in some 2,000 audio 
clips, and more than 100 minutes of 
video and animation. (Microsoft; 800- 
426-9400; $99.95) —Ann M. Marcus 


Platform: Win CD, Mac CD 
Rating: « *« *« *« 
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that three times fast), which you can set 
on the tabletop or attach to the sides of 
your monitor. All audio controls—on/oft, 
volume, and bass boost—are cleverly 
located on a separate cord. 
The speakers don't sound 
half bad, either. At 15 
watts-per-channel, the 
built-in amplifier 


oe delivers enough 

ge oomph to drown 

out ambient 

noise, and the 

bass boost 

adds a welcome 

bit o’ boom. Unfor- 

tunately, batteries are not 

included—and neither is the AC 

adapter. But hey, what do you want 

for less than $50? (STD Entertainment; 
410-785-5661; $49.95) 

—Christopher Lindquist 


Platform: PC/Mac 
Rating: « *« * 


Cinemania ’95, the latest upgrade of 
Microsoft's interactive movie guide, adds 
300 new reviews and even a new video 
rental recommendation feature for hints 
on renting everything from classic favo- 
rites to cult obscura. Besides the nearly 
20,000 reviews—by such top critics as 
Leonard Maltin, Roger Ebert, and Pauline 
Kael—you'll enjoy star biogra- 
Se —s(is«ée@’S,, be- 
| M@ hind-the- 
scenes _in- 
formation, 
film clips, 
photos, and 
sound bites. 

(Microsoft; 800-426-9400; $59.95) 
—Ann M. Marcus 


Platfonn: Win CD, Mac CD 
Rating: *« *« *« * 
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Parts Is Parts 


n 1818, a 19-year-old girl named Mary 

Shelley competed in a horror-story con- 
test against some friends. She created a 
monster—Frankenstein’s monster. Now, in 
association with last fall’s Mary Shelley's 
Frankenstein, Byron Preiss Multimedia 
brings the monster to CD-ROM in The 
Essential Multimedia Frankenstein. 

However, although the disc was 
released in connection with the Cop- 
pola/Branagh/DeNiro film, it bears little 
connection to the movie. You may see 
Robert DeNiro’s face on the cover and 
watch a video interview with film consul- 
tant Leonard Wolf, but that’s about it. 

Instead of movie footage, The Essential 
Frankenstein delivers an annotated, inter- 
active version of Shelley’s original text, 
plus plenty of extras. The Filmography sec- 
tion includes background and video clips 
of several other Frankenstein movies, from 
the first 1910 version (shot in a studio 
owned by Thomas Edison) to the timeless 
Boris Karloff classic, Son of Frankenstein, 
made in 1939, to Mel Brooks’ hilarious 
1974 spoof, Young Frankenstein. 

The Fun and Games section features 
an animated Nightwalk that will tickle your 
funny bone. Imagine a montage of body 
parts out for a starlight stroll. The Monster 
Bash arcade game is an amusing plat- 
form-style affair that has you guide a little 
boy through a ghoul-garnished obstacle 
course as he fends off creepsters, collects 
candy, and tries to release captive dogs 
and cats using his trusty slingshot. 

Finally, the Perspectives section adds 
depth, by offering commentary on the Fran- 
kenstein myth from such influential writers 
as Brian W. Aldiss (author of 1990’s Fran- 
kenstein Unbound ), Forrest Ackerman, and 
even Camille Paglia. (Time Warner Inter- 
active; 818-955-9999; $39.95) —Joel Enos 


Piatform: Win CD 
Rating: *« *« +*« 
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The stars are out—and they're ready to play! 


Multimedia Celebrity Poker combines the magic 
of Hollywood, the fun and excitement 
of poker, and the interactive experience 
of CD-ROM technology for Windows. 


Grab a chair and ante up with Joe Piscopo 
of Saturday Night Live fame, Jonathan Frakes 
from Star Trek: The Next Generation; and 
sexy Morgan Fairchild, whose TV hits 
include Falcon Crest and Flamingo Road. 


Celebrity Poker is outrageous fun and realistic 
entertainment like you've never played before. 


Lights...Camera... Deal! 


World C 


nt. NEW WORLD COMPUTING, ING 
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(618) 889-5650 outside the U.S, or by mail 
PO Box L307 Uollywood (4 SNN78-1307 
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Encyclopedias a 


offers the low- RY 


CD Schussing 


nyone living in a chilly climate can tell you that one ot the 

™ few bright spots of a long cold winter is the thrill of down- 

hill skiing. The folks making CD-ROMs must have realized this, too, 

for as soon as the first flakes began sticking to the slopes, along 
came a pair of titles honed for the ski enthusiast. 

The more comprehensive of the two is Skier’s Encyclopedia 
from ROMBOY. Desk-bound ski bums can slip in the disc and trav- 
el vicariously to Alta, Aspen, Squaw Valley, Stowe, and 400 other 
resorts, Each resort description includes essentials like annual snow- 
fall, “zoom-inable” trail maps, restaurants, transportation, and where to 
party once the sun sets, There’s even a book containing more than 
$1,000 worth of discount coupons for lift tickets, hotels, and tood. 

But the best part is the interactive ski school, which features 
eight video lessons de- 
signed to improve 
ability to handle ditferent 
conditions and terrain. 

Even experts fall, and 
Skiers Encyclopedia takes 


your 


wile. 
ASPEN SA TENG 
CTP PANY 


a tumble in its crassly 
commercial 

section which 
clude some useful printed 
information but is also Tull 


equipment 
does in- 


Ski Odyssey gives you the full info on each site 


before you head out to your favorite mountain. of slick advertisements—a 


Safari, So Good 


Wi : your idea of the ultimate 
| vacation? For many people, it’s a 


wav sci 


Satie fac 


Sap il ea tas aa 


tacky maneuver in an otherwise clean run. (ROMBOY; 800-754!I- 
5008; $49.95) 

Ski Odyssey lacks the section of Skier's 
Encyclopedia, but offers a competitive roundup of info on more 
than 400 ski areas in the U.S, including detailed descriptions, 
sound and video clips, trail maps, and the occasional village map. 
The maps are often too small and blurry to be of much use. 

Ski Odyssey's best feature is the Personal Preference Navigator, 


instructional 


which lets you search for the ultimate mountain by criteria such as the 


lodging options, whether it’s a family area, and the availability ot shop- 
ping nearby. There's also a list of areas that you can examine in more 
detail. For instance, Utah's Park City resort retained several old min- 
ing structures on its slopes to give you the feel of the Old West. 
And you can print or download information to your portable 
computer if you're taking it on your trip. Now put down the mouse 
and pick up your gear...it's time to hit the slopes. (Media Odyssey; 


800/997-5423; $39,965) —James Daly 
Skier’s Encyclopedia 
Platform: WinCD Rating: 


Ski Odyssey 
Platform: WinCD Rating: 


expert—and treated to the music - 
of San Francisco’s new age 

band D'’Ciickoo, you can explore both — 
_ parks on your own by clicking hot spots in | 


- Scott—-a renowned wildlife 


wildlife safari in East Africa...a chance to 
see and photograph the unique and incred- 
ible animals that roam the plains of the 


| Serengeti by the millions. If you don't have 


the time to make the trek this year, head to 
the local software store for a copy of Safari 
from Medio Multimedia. Once you wade 
through the company’s commercials, which 
appear as you install the title, this collection 
of interactive documen- 


_ taries lets you set your own 


itinerary in Kenya’s Masai 
Mara National Reserve and 


| Tanzania's Serengeti Na- 


tional Park. 
Guided by Jonathon 
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Lion country, East Africa. 


the program’s maps. There are fascinating : 
videos, an alphabetical field guide to the — 
region’s animals, and a number of interac- _ 


tive documentary slide shows that focus 
on various aspects of the region. Bonuses 
include immediate access to all the multi- 
media clips and tips on wildlife photogra- 
phy for would-be safarians. | 
Unfortunately, the low-resolution vi- 
deos don't do justice to 
their spectacular subjects, 


but the 800-plus vivid 


color photos of leopards, 


cheetahs, lions and their 
prey, coupled with expert 
narration and atmospher- 
ic music, make this a satis- 
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"Look at and iston tothe denizens of the vet. 


fying digital j journey. In ite of hic slightly 


patronizing tone, the narrator might just | 
remind you of ol’ Marlin Perkins. But with 
CD-ROW’s ability to present items of inter- 
est on-demand, Safari's got Wild Kingdom 
beat paws down. (Medio Multimedia; 800- 
788-3866; $59. ver —Fredric Paul 


Platform: Win co 
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MULTIMEDIA STACKER? 


THE POWER TO 


LAUNCH MORE GAMES. 
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You slide into the cockpit, ease the throttle 
forward, and prepare for a good old-fashioned dog- 
fight. But suddenly, you come to a grinding halt. 
What's this? Not enough disk space or RAM? 

Well, don’t surrender those controls quite yet. 
Because StackerMan is here with new Multimedia 
Stacker®°—the easiest way for you to more than 
double your hard disk capacity and give your 
system a big boost in RAM. 

Not only is Multimedia Stacker optimized for 
speed on multimedia systems, but it gives you the 


maximum disk space you can get. 


‘he. 
i 


It also includes a free copy of Multimedia 
Cloaking,” a new technology from Helix Software 
that frees up extra memory by moving system driv- 
ers to a 32-bit protected area. So your favorite 
games have more room to run. 

Multimedia Stacker is available on disk or 
CD-ROM and can be found wherever you see the 
StackerMan display. So visit your local dealer or 
call 1-800-522-7822, ext.9502 for information. 

Get Multimedia Stacker 
today. Because without it, 


youre grounded, Mister. STORAGE & COMMUNICATIONS 


Outside of the U.S. call 1-619-794-4333 or fax 1-619-794-4575 for more information. 
© 1994, Stac Electronics. Stac and Stacker are registered trademarks of Stac Electronics. Multimedia Cloaking is a trademark of Helix Software. Actual compression results may vary. 


“ee 
i 


Making History Hilarious 


ee te 
| an learning about history from bor- _ toonized versions of the sex and gore that Truckin 
ing textbooks: Bone up on the Big punctuated our past. Through 


Bang Theory, the mystery of pyramids, and There is even a set of brain-teasing 
the ancient civilizations games. You'll battle the CyberSpace 
of Greece’ and Rome minotaur in a maze, recon- 
the fun way with Put- 
nam New Media's The 
Cartoon History of 
the Universe. This 
two-disc interactive CD- ¥ | Egypt in preparation for 
ROM was inspired by oO mummification. Save space ; , 

esi fe. hit a Bang! History comes to life. featuring Mr. Natural, Fritz the Cat, and 
Larry Gonick's hilarious on your CD shelf for the Car- wiessadical ret’o favorite einen 
book of the same name. Animations add toon History of the Universe, ‘cause learning toonist R. Crumb’s irreverent, nostalgia- 
life to the colorful illustrations, and the history has never been this entertaining. inducing style. (Time Warner Inter- 
Amazing Professor, a wacky cartoon char- (Putnam New Media; 800-788-6222; street active/Byron Preiss Multimedia, 800- 


Remember underground comics? Well, 
struct an ancient Athenian they're back, but now they've gone high- 
ruin, and extract the brain tech and interactive. Keep on Truckin’: 
of a Pharaoh—through his The R. Crumb Screen Saver and 
nose—as they did in ancient Companion from Byron Preiss Mult- 
media gives you a cool calendar, start- 
up screens, and random gonzo cartoons 


acter, is your guide and narrator as you price, $30) —Rey Serrano 482-3766; $49.95) —Joel Enos 
enter the time machine to explore history. ’ 

The professor introduces you to theories, Platform: Mac/Win CD Platform: Win/Mac CD 

facts, and myths, often replete with car- ([Rating: Rating: 


Advertisement 


Our new Casino game's so lifelike about the only thing 


you wont experience are the free drinks from Bunny here. 


Interactive Music Video, Hold the Music 


, good interactive music video requires three elements: great do Me,” you pick the female singer's love interest anc | her emotion- 

music, cool video, and skillful interactivity. Unfortunately, Media al response to him. You can even HavV@'HEPChaNnge HEermind as vou 

Band, from former Macromind co-founder Marc Calis fails in the — go ea tse Jam" lets you click on various items to call up a 

very basis music department = se , z = we a y psychedelic array 

You work your way through an oddly bedutift intriguing. 3 > = of spinning shapes 
interface to explore five slickly designed roor c a and images. 
Tekno Room, and the Smart Bar give you in r € projec While the vis 

the technology, and the product's band of crea’ Swag Shop | ee uals are great, the 

= tle ; J | + music itself just 

doesn't measure 

up; at best, it's an 

annoying backdrop 

to the rich designs, 

surprising hot spots, 

and clever video 

clips and anima- 

tion. If Canter’s clan 

were to hook up 

um some a 


vorkin On it. 


It has more games, more features, and more authentic action than any other Casino simulation 


around. New Casino Tournament of Champions. In The Next Move™ Series. 
It will defi Ta quench your thirst for excitement, if nothing else. Available on IBM 


CD-ROM. To order call (305)373-7700.* (800)468-7226 * BBS(305)374-6872 & Capstone” 


Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 
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Spotlight 


EXHIBIT ON CD 


oreigners often have odd percep- 
tions of America. A 1994 Smith- 
sonian Institution exhibition at the American 
Festival in Japan attempted to change that 
by bringing into focus the 
varied and complex her- 
itage shared by America’s 
Kaleidoscope of peoples. 
Smithsonian’s America 
documents the exhibition’s 
vast collection of beautiful 


Wye Tee owe 


HARLEY-DAVIDSON MOTORCYCLE 


The Peopling of America sec- 
tion shows Americans of all 
backgrounds. Here are early 
California settlers who came 
from Mexico. 


Statue of Liberty. Each section— 
American Ideals and Images, The Peo- 
pling of America, Entertaining Americans, 
Politics & Protest, [he Western Frontiers, 
Conquering Time and 
Space, Americans at 
Home, and Looking Ame- 
rican—otter a unique per- 
spective on our country’s 
history and culture. No 
matter what section you're 


photographs and _ artifacts 
to bring that perspective to 
anyone with a multimedia 
" 

Creative Multimedia’s 
interface design is both artful and intu- 
itive. You begin your exploration in a table 
of contents graced by a silhouette of the 


The Artifacts Gallery contains 
important treasures from the 
Smithsonian collection. 


in, you can access the 
Timeline, the Artifact 
Gallery, and the Picture 
Show from the toolbar at 
the bottom of the screen. 
Picture Shows comprise a narrated slide 
presentation along with authentic Smith- 
sonian/Folkways Recordings music and 


F ADRS te 


iceman pace: ia oe, 


sound effects evocative of each picture’s 
era and subject. 

There are more than 700 beautiful full- 
screen photos, each with a caption and 
sound clip. You can also view images of arti- 
facts in the Smithsonian's collection, ranging 
trom a working man’s blue jeans to a dress 
that was worn by a Crow tribe infant, as well 
as Amelia Earhart’s flight jacket. 

Like the original exhibit, this compelling 
interactive collection of treasures makes 
learning about America’s epic history and 
enormous diversity a pleasure. (Creative 
Multimedia; 800-262-7668, street price, 
$29.95) —Bill Meyer 


Platform: Win CD 
Rating: *« *« + + 


Mayo CLiInic 


FAMILY HEALTH BOOK 


What can an ultrasound 
reveal about my baby? 


What side mes are ences 
with my over-the-counter 
cold medicine? 


Advertisement 


Health 
Questions. 


CD-ROM 
Swers. 


Presenting the Mayo Clinic Health Library — four 
CD-ROM titles packed with important information 
about your health. These highly interactive 
CD-ROMs feature exciting video, 3D animations, 
informative text and expert advice. Best of all, each 
title is extremely easy to use. So if you’ve got 
health questions, go to the one place with the 
CD-ROM answers — the Mayo Clinic Health Library. 


See your favorite software retailer 
or Call (800) 432-1332, Dept. 348. 


W 


IVI PUBLISHING 


Mayo CLINIC 


THE TOTAL HEART 


; as Ho ie) heart's S 
valves work? — 


Mao Clinic 


Sports HEALTH & FITNESS 


What’ s re best ee 
program for me? 


©1995, IV! Publishing, Inc. All rights reserved. Mayo Clinic is a registered mark of Mayo Foundation 
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590 
US. POWs 
Relea: aco 


disc covering the J.F.K. assassina- — : 
tion, Vietnam presents informa- 


tion in a number of ways: time- 

lines, lists of key people, places 

) and events, and a gallery of multi- 

Ev acuati on media clips. All the text is linked 
of Saigon together so you can follow your 
interests seamlessly from one 


conflict and the American people. The inclusion of truly original voic- 
es of luminaries like Michael Herr, Pulitzer Prize-winning author of 
Dispatches, might have made Vietnam an even more compelling 
title. (Medio Multimedia; 800-788-3866; $59.95) —Fredric Paul 


Platform: Win CD 
Rating: + +« + 4 


Advertisement 


NT load a fi ree games Pp review, 
Be one of the first to preview Capstone’s Next Move™ ; games inc luding Casino oe of Charpione Ubimate Backgammon 


and Anyone For Cards? It's free through America On-Line, keyword “Capstone”: Software Creations BBS (508) 365-235 9, 2400 Baud 
(508) 368-7139, US. Robotics « * (508) 365-9352, | ee ok; or ae lV call our BBS at (305)374-6872 


or get The Next Move™ preview CD for $1.95, 


May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while 
supplies last. Induded with the IBM CD is a coupon nas for $ 10 off | the price of Capstone's Casino Tournament ie oe 


and get a chance to wina free trip to Las Veg 


as. 


Don't forget to enter Capstone’s “Make The Next Movel™ Sweepstakes. 0H could win a trip to Las ee See store 


display for details. 


BridgeMaster | Ultimate Casino Tournament 
hampionship Edition _ Backgammon of Champions 


i na Capstone” 
Grandmaster _ Anyone For Cards? 
Championship Chess 


All titles, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other Loads aueus acknowledged. 
To enter send a 3” X 5” card with your name and address to: Capstone’s “Make The Next Move™ Sweepstakes,” P.O. Box 4058, 
Marblehead, MA 01947. All entries must be postmarked by March 31,1995. No purchase hecescary Vetd whace uechinivoad ki la 
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Having been niet by television, it's over no surprise that 
our generation can’t seem fo get much beyond the flashing 


“12:00" ona VCR At GTE, we thought our kids deserved better. 


A lot better. Like characters you can interact with, 
rather than just stare at. And story lines that aren't 
recycled like an old re-run. 

Introducing Interactive Toys, designed specifically for the 

inquisitive ages of 3 fo 9. Starting from scratch, we've loaded 


* There is a nominal charge for shipping and handling. 


playing a junior detective in our Lost 8 Found” series, 


21994 GTE Vantage Incorporated. All rights reserved, Vitsie is a trademark of Steve Lomas, Macintosh isa registered trademark ol Apple Computer, Ine, 


i 
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animation, ue and ii video. Then we added a tiendy 
point-and-click interface and a cast of characters that will 


encourage your child every step of the way. 


Whether your kids are touring the oceans with Vitsie” or 


Interactive Toys are designed for maximum playability, wit 
hundreds of game variations fo explore. Best ofall, kids get fo 


something along the way. 


discover and learn at their own pace (which, any parent will tell 
you, can approach the speed of light). 

To purchase a toy that will never grow old, visit the software 
retailer nearest you. Or, order directly from GTE by calling 
1800 GTE TODAY. Customer representatives will be happy to 
answer any questions or send you a brief video” on the products. 
Of course, no video can compare fo an interactive disk, buf 
that’s the whole point, isn’t if? | 
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SPORTS ENCYCLOPEDIA 


From Archery 
To Spelunking 


or many kids, sports is life itself. And 
the Everything Want to 
Know About Sports Encyclopedia 
from Sports Illustrated for Kids and 
Creative Multimedia uses CD-ROM tech- 
nology to show young sports fans more 
than 50 different sports—trom archery and 
auto racing to wind surfing and spelunking. 


Of % 
You 


History 
a Scoring 
The Players 
The Cfenter Tree 
CR nae Suaeyy 
Tie Poe ie res nee Tea 
Ded aioe het Siteegy 
Sapertiad Ses ee 


i f 
» 
sal & Turtevers 
' ey Peria hes 


Protessional Fooths|i 
Tine bet 


MS, Soncersis 

Wire Se) prow Field 

Super Sow Peeors 

Re ie PRON GICs OF Loge 
Codhages F-ncrting|i 

Cetiegy Moctbelt Fhercerdie 
Legewieis 
Dee el ie 


Watch an action-packed video from NFL Films in the 
football section of Sports Illustrated’s Encyclopedia. 


E-Mail 
for Kids 


© love to get mail, so it’s no sur- 
rise that the electronic equivalent 
is also a big hit with the younger set But 
sending and receiving e-mail isn't some- 


The entertaining Win- 
dows disc delivers the 
history, equipment, tech- 
niques, and legends for 

each sport with videos, music, and photos— 
not just text. 

After a nifty animated introduction, play- 
ers fall into the Underground Sports Gallery 
of Professor Von Schmelder—rocket 
scientist, cryogenist, and avid sports 
fan. They'll meet his robot, who acts 
as the menu for jumping to different 
areas of the program. Also on hand is 
Frozen Marv, who looks like a game 
show host and is encased in a giant 
ice machine. He was frozen in one of 
The Professor's cryogenic experi- 
ments, and to thaw him, players must 
answer some sports trivia questions. 

To get to a specitic sport, players 
go to the gallery, which is filled with 
the Professor's sports treasures. 


the system, such 
as how much mail 
they’re allowed to 
send and to whom 
they may send it. 
KidBox, a talking 
mailbox, is the pro- 
gram’s host, and he 
leads kids to one of 


Cryvenonic Monitor 


Defrost Frozen Marv by correctly answering his trivia question. 


There’s plenty of intriguing text to explain 
each sport, and most also feature videos, 
lengthy slide shows, and a trivia segment 
with Marv. The program even has a game that 
sends kids searching through the program for 
puzzle pieces to create pictures of sports stars. 

What's missing is narration. The videos, 
slide shows, and gallery have music, and 
Marv speaks, but each sport would bene- 
fit from a short, narrated introduction. 
Nonetheless, this encyclopedia offers a 
huge amount of sports information in a 
fun and engaging setting. (Creative 
Multimedia; 503-241-4351; street price 
$29.99) —Bill Meyer 


Piatform: Win CD 
Rating: 


line spending. (No more 
stamps. for junior till he 
cleans up his, room.) All 
this fun happens offline, 
but to Send mail or 
check messages, Kid- 
“Maildials*up.your pri- 
mary ontine service. 
KidMail is a unique 
product that introduces 
kids to the world of high- 
tech communication. If 
your family already has a membership to 
an online service, it’s a great complement. 
If you’re not online yet, this may be just the 
boost you need, especially since the pro- 


Prnast ciocce | 


thing that you’d usually let the little ones do three the- ; Kr errcrenge 
h t d. It b i ti E-mail made easy, with KidMail’s 

when you’re not around. It can be compli- Be Matic a cortment of quick messages. 
cated, expensive, and even . “yy commu- 
dangerous if they give out \ ae ~—~fhk nication centers—dinosaurs, 

, , we ( Key | = 
their e-mail address to —-37W( ~ 4 y q\ outer space, and secret agents. 
strangers. ~ Bia LY .N@ = There, they can click on amus- 

Enter ConnectSoft’s KidiViail ae 2” ing animations or get right 


Connection. The Windows pro- 
gram works with CompuServe, 
MCI Mail, and Prodigy to make 
using e-mail child’s play—even 

when it comes to addressing Internet mes- 
sages. An adult, or “supervisor,” controls 
the options available to each KidMailer on 
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down to composing messages. If 
they’re at a loss for words, they can 
opt for one of 50 pre-made illustrat- 
ed greetings that cover everything from “I’m 
sorry” to Mother's Day. 

To send mail, you need stamps, which 
the supervisor doles out to limit on- 


gram comes with special offers for online- 
service memberships. (ConnectSoft; 206- 
827-6467; Windows, $34.95; Win CD, 


$29.95) —Christine Grech 
Piatform: Windows/Win CD 
Rating: 


Laugh and Learn with the 
Craziest Superhero This Side 
of the Lunar Surface 


, Enter a real Hollywood-style cartoon with zany charac- 
\ ters and funny adventures. Meet Emma C. Squared who, 
\ — while trying to unlock the secrets of the universe, acci- 

dentally unleashes Entrobe (the greediest two-tons of 
glutton you’ve ever seen) and his not-so-slick sidekick, 
Kid Chaos, from their extraterrestrial particle prison. 


Help Hyperman solve challenging science prob- 
lems and stop Entrobe from ruining everything. 
Entrobe is bent on turning the world upside-down 

by altering the earth’s chemical, physical and 

biological properties. It’s up to you and the 
superhero Hyperman to save the universe from 
total disaster. 


Discover the deep secrets of nature in 

Emma's science exploration lab. Create 
mutations in the evolution chamber terrarium. 
Find bizarre micro life with the high powered 
4%) electron microscope. Learn how to use refracted 
— light to squelch a volcano, make cows fly 

4 through the sky, and fly a stinky methane 

hot air balloon (whew!). 


For more information 
call 1-800-898-8812 


© Copyright IBM Corp. 1994. All rights reserved. 
The IBM Multimedia Publishing Studio. IBM is a 
registered trademark of International Business 
Machines Corporation. 
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Math Workshop 


Platform: Win CD/Mac CD 
Rating: « -*« +« x 


Memphis Math 
Platform: Win CD 


Rating: *« -*« + + 


Real World Math 
Platform: Win CD/Mac CD 


Rating: « << -*« + 
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3 X THE FUN 


ost adults don't 
have fond mem- 
ories of math, but there’s 
no reason your kids have 
to feel the same way. A 
new crop of CD-ROM 
programs prove _ that 
learning math can be fun. 
Broderbund's 

WordPer- 

fect’s 


and Sanctuary 
Woods’ 


pack eye-catch- 
ing graphics, fun animation, and lots of music 
and sound to make building math skills seem 
like fun and games. 

Kids 6 to 12 can explore the Math 
Workshop, where they can engage in 

seven activities. Poly (short for 

Polygonzales) is their guide and 

offers players all the audio help 

they'll need to get started. 
The activities range from addition, 
subtraction, multiplication, and divi- 
sion drills to games that teach esti- 
mation, equivalencies, and spatial 
relationships. Kids are sure to love 
Bowling for Numbers. In this game, 
players earn a bowling pin for correct- 
ly answering each math problem. 
When they amass ten pins, Gus the 
Gorilla bowls a frame. As kids improve, they 
ascend through the ranks from Rookie 
Roller to Strike Master. 

Rhythm Shop, a traction-music game; 
Hidden Picture Puzzles, a shape game; 
Pattern Windows, a stained-glass window 
maker; Super Sticklers, a line-and-shape 
recognition activity; and the strategy- 
based Rockets round out the disc. 
(Broderbund; 800-521-6263; $40) 

Math becomes an adventure in Memphis 
Math: Treasure of the Tombs, for ages 8 to 
14. A slick, animated introduction sends 
players searching the ancient Egyptian city 
of Memphis for the Sacred Scarab. 

Before play begins, kids (or more likely 
their parents) must select one of 5O very 
specific objectives for that session, such as 
“Compare two fractions <1 with a common 


The New Math 


denominator.” The game's first activity has 
players trying to enter a tomb by correctly 
setting up equations. Once inside, the 
game's perspective changes to a lush, first- 
person view. 

As kids explore the tomb, adding artifacts 
to their inventory, they must solve even more 
equations. Players can call up their inventory 
to get a closer look at photographs of the 
objects and historical information on how 
they were used in ancient times. 

Memphis Math looks good, but installa- 
tion is lengthy and the game requires a 
double-speed CD-ROM drive. Also, kids 
often have to enter their answers via the 
keyboard instead of the mouse, making 
game play awkward at times. (WordPerfect 
Main Street; 800-451-5151; $59.95) 

Real World Math, produced in collabo- 
ration with textbook publisher Addison- 
Wesley, brings math into the real world. 
The program for ages 7 to 1 1\introduces 
kids to the ways that math is used at a 
hustling, bustling airport. At the ‘control 
tower, flight deck, passenger cabin, 
repair hanger, and service zone, kids see 
how numbers play a vital role in every- 
thing from aircraft speed and radar- 
tracking to seat assignments and _ in- 
flight shopping. The program steps 
through an animated demo of the con- 
cept at work, then lets players test their 
knowledge on a quiz. 

The ultimate goal is for kids to earn 
enough flight time to get their pilot's 
license. As they progress through the 
ranks, they'll graduate from Cessna float 
planes to the Space Shuttle. (Sanctuary 
Woods; 415-286-6100; $39.95) 

—Christine Grech 
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How to save $190 
on a game that 
costs $85. 


\ 


Without realizing it, you probably 
spend more money on batteries than you 
spent on the video game itself. 

SO it pays to switch to Rayovac 
Renewal — the only alkaline batteries 
created to be reusable, 25 times or more. 

Don't confuse Renewal with 
yesterday’s rechargeables. Renewal 
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REUSABLE 25 TIMES OR MORE 


with a Renewal Power Station 


r-- 


batteries are totally different. They're 
alkalines so you get more power — more 
play time — from each charge. And the 
Renewal Power Station” makes charging 
hassle-free. 

Who knows? With the money you save 
on batteries* you could buy something 
your kids actually need. SMART Move 


RAYOVAC 
RENEWAL 
REUSABLE ALKALINE.. 


Call 1800-237-7000 for more information. 


*Savings depend on your device and how you use it. Frequent charging maximizes savings. 


MAIL-IN REBATE | EXPIRES MAR 31, 1995 


Save $10 to start 


RAYOVAC 
RENEWAL 


REUSABLE ALKALINE. 


Get $10 back by mail on your purchase of any Renewal Power Station and 3 packages 
of any Renewal batteries. 


To receive your rebate, enclose dated cash register receipt with purchase price circled, 
and proof of purchase (1 Power Station and 3 battery card UPC symbols and numbers). 


Mail to: Wane 

Renewal Rebate Offer 

Dept. EE-03 Address - 
P.O. Box 7237 

Osseo, MIN 55569-7237 City State _ Zip 


Only this official form and original UPC and original cash register receipt accepted, no facsimiles. Offer good only in U.S.A., void 
where prohibited, taxed or restricted by law. Mail-in offer only, not for store redemption. Offer is limited to one response per family, 
group, organization or mailing address. P.O. boxes without street addresses will not qualify as mailing addresses. Multiple 
submissions will not be acknowledged. Request must be postmarked by Mar 31, 1995. Limit: 1 rebate per mailing address. 
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> Sed when you always had to tilt your head up to speak 
to adults—and what a pain in the neck it was? 

a new interactive storybook from Byron Preiss 
wee is a charming reminder to parents of those long-gone 
days. And it’s a story that the small fry in your house will relate to 
immediately. 

The World of 
Totty Pig is based 
on Bank Street's 
Ready-to-Read 
Series book You 
Are Much loo 
Bia The story 
begins with Totty 


High quality anima- 
tions make The World 
of Totty Pig come alive. 


Pig at a loss about 
what to do in a 
house full of busy 
pigs. Every (oom 
she enters has a 
family member hard 
at work, and when 
Totty offers to help, she is turned away with the oft-repeated 
phrase, “You are much too small.” Fed up with the unfairness of 
it all, Totty leaves home with Bear, her teddy bear, and sets up 
camp in a tent. 

Kids can read the story themselves, have Totty read it straight 
through to them, or have it read at their own pace while they take 
time out to explore each page. For more fun, they can help Totty 
set up camp by furnishing her tent. Byron Preiss also throws in a 

a bonus screen saver. 
Da ieee: = The World of Totty 
3 ee Pig is a high-quality 
ts “aed title that delivers every- 
‘ ay ta 
‘35 =«6thing kids and parents 
4 have come to expect from 
an interactive storybook: an 
intuitive interface, crisp graph- 
ics, well-drawn animations, and 
lively songs. 
Totty will appeal to everyone, 
especially its target audience of ages 3 to 8. (Byron Preiss 
Multimedia; 800-482-3766; $39.95) —Joy J. Ma 


Kids can help Totty set up camp. 


Platform: Win CD 
Rating: « + 4 
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+Star-Quality 
+ Storybooks 


hat do author Rudyard Kipling, actor Danny Glover, 
and the South African a cappella group Ladysmith 
Black Mambazo have in common? 

They’re all contributing to How the Leopard Got His 
Spots, a multimedia storybook for ages 4 to 9—that’s what. 
This charming disc is the first collaboration between 
Microsoft and Rabbit Ears, the producer of a line of critically 
acclaimed children’s audio tapes, books, and videos. 

Rabbit Ears takes classic tales and brings them to life in 
audio-book versions narrated by famous actors, with sound- 
tracks by popular musicians. How the Leopard Got His Spots 
is based on a Kipling story, and features the narration of 
Glover and the music of Ladysmith Black Mambazo. 

Microsoft plans to combine the audio version with the orig- 
inal illustrations by Lori 
Lohstoeter to create an 
animated storybook. The 
program will include an } as | 
African stone game, a_ | and. presenty, ofthe ererinn many day, thay 
painting/camouflage | alommertiggpcomnss oar 
activity, a music match- e oe 
ing game, and a jigsaw 
puzzle. Biographical in- 
formation about Kipling 
and South African histo- 
ry will round out the 
CD-ROM. 

Other Rabbit Ears 
audio-books that Micro- 
soft may be bringing to 
CD-ROM feature such talented team-ups as Jack Nicholson 
narrating How the Rhinoceros Got His Skin accompanied by 
Bobby McFerrin, Whoopi Goldberg presenting Koi and the 
Kola Nuts backed up by Herbie Hancock, and Mel Gibson 
reading David and Goliath with music by Branford Marsalis. 
(Microsoft; 800-426-9400, $49.95) —Christine Grech 


bios tush ad lope and the 
i 6tidopian, but they set off to look for 
wat. the aboriginal Fiora, 


4 F dotted pal splashed and sloshed ond 
ge Hatched and cross-hatched with shadows. 
|. (Say that quickly aloud, and you will see how 
very shadowy the forest must have been.) | 


Platform: Win CD/Mac CD 
Ship Date: January 


One extra large helping of urban reality, 
served up on a silver platter. 
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Miah e000 Drop this silver platter in your And forget buying add-ons: the CD 


Ceeeess §=CD-ROM drive and feast your Collection comes complete with all of 


Scenarios Volume 1: 


eyes on the piéce de résistance of simulated games: the SimCity 2000's a la carte items. The ke on Mount St. Melon's 
and 9 other disasters. 


SimCity 2000® CD Collection—three complete Urban Renewal Kit allows you to customize build- 


SimCity 2000 products on one CD. ings and graphics—you literally can paint the town. 


Scenarios Volume 1 makes it all too real—you'll 


ahead, expand your subway before breakfast. wrestle with 10 real disasters in 10 real U.S. cities. 


Urban Renewal Kit: 
Terraform your landscape after lunch. Reshape your — Paintthe town with vn bonus cities and scenarios further extend your 


color-cycling animation. 


skyline before supper. And see it city limits. So dig in to the ultimate city simulator. The 


from a variety of delicious 3-D angles. SimCity 2000 CD Collection is now served. 


1 
Three SimCity 2000 Products on One CD. os akeeiaties 


Available for DOS CD. © 1994 Sim-Business. All rights reserved. SimCity 2000 and M 


axis are registered trademarks of Sim-Business. For product or ordering information, 
contact your local retailer or call 1-800-33-MAXIS. 


L.. Vegas—not Silicon Valley—is the 
true center of the computer universe. 
For nearly all of the history of comput- 
erdom, manufacturers and buyers have 
gathered in the Nevada desert for trade 
shows like the sprawling Comdex 
convention and the wild and woolly 


Consumer Electronics Show. 


Why Las Vegas? The practical explana- 
tion is that the onetime railroad-rest stop in 
the desert is one of the few cities with enough 
hotel rooms and convention space to accom- 
modate huge trade shows. 

But I think it’s because the computer 
industry and Las Vegas’s gambling atmos- 
phere are made for each other. Computer- 
game and hardware developers risk millions 
of dollars on new products with little more 
scientific basis than a hunch that your 16 will 
beat the dealer’s ace up in blackjack. The 
Interface Group, the sponsor of Comdex, 
even bought its own casino, the famous 
Sands Hotel. And it seems that many of the 
successful computer 
pioneers like noth- 
ing better than to 
flaunt their new 
wealth in the gaudy 
casinos of The Strip. 

Of course, the 
link between com- 
puters and Vegas 
runs both ways. PC- 
based gambling sim- 
ulators make it easy 
to make like a soft- 
ware mogul and lose 
hundreds of thousands of virtual dollars in 
the privacy of your own home. 

The high hand for serious poker players 
is PowerPoker from Electronic Arts, which 
packs no less than 77 variations; there are 
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Computer game 
developers risk 
millions on new 
products with littie 
more scientific 
basis than a hunch 
that your 16 will 
beat the dealer’s 
ace up in blackjack. 


Game On 


Corey Sandler 


Viva Las Vegas 


more bizarre rules than you'll find at a 
Friday night high-school game. You can 
learn the odds of improving particular 
hands and examine “what if” situations. 
This game puts its emphasis on winning, 
not style; its bells and whistles couldn’t hail 
a cab in Vegas. (Electronic Arts; 800-245- 
4525; Windows/Mac, 
$49.95) 

An also-ran in 
depth of play, but 
the hands-down 
winner in terms of 
video animation, 1s 
Cowboy Casino 
from Intellime- 
dia Sports. This 
Windows CD- 
ROM pits you 
against five 
wisecracking animated card 
sharks in an Old West saloon. You can work 
on your technique for draw and stud poker, 
or ask the bartender for help with payoff 
odds and the chance of improving your 
hand. You can also consult an advice book 
that will look at the cards and the odds and 
make suggestions. 
(Intellimedia Sports; 
800-269-2101; Win 
CD, $49.95) 

If whiz-bang tech- 
nology is your goal, 
you'll love Virtual 
Vegas, from Electro- 
Media. Now available 
is Volume One of a 
planned multi-CD 
series including vari- 
ous games, a “Miss 
Metaverse” beauty 
pageant, a virtual shopping mall, and an 
online gaming service. In the first disc, you 
find yourself in a futuristic casino with the 
dark, opulent feel of Caesar’s Palace and a 
choice of several blackjack kiosks. 


Virtual Vegas is hosted by a series of 
attractive, leather-and-metal-clad female 
dealers with an amazingly flat and puerile 
line of patter—disappointing, since the 
script is credited to the editors of 
National Lampoon magazine. The acting 
runs the gamut of emotions from A to B; 
the double-entendres are strictly for men, 
too, and not all that funny. 

But what | 
do like about 
Virtual Vegas is 
that its creators 

have swung for 
the fences with a 
flashy interface 
and voice recogni- 
tion technology 
that works with 

Creative Labs’ Voice- 
Assist software. With 
the proper computer 
setup, you can speak 
your instructions to the dealer: “Hit me, 
sweetheart” or whatever else you’d like to 
say. I only wish the dealers had more to say 
back. (ElectroMedia; 800-572-3766; 
Win/Mac CD, $29.95) 

If that’s not enough, check out New 
World Computing’s brand-new Multimedia 
Celebrity Poker. Pop this Windows disc into 
your CD-ROM drive to test your mettle 
against video versions of Jonathan Frakes, 
Morgan Fairchild, and Joe Piscopo. (New 
World Computing; 800-325-8898; Win 
CD, $49.95) 

Of course, gambling for fake money saps 
much of the thrill, so if you want the real 
Vegas experience at home, try painting your 
den in hot pink and gilt and install mirrors 
on the ceiling. Put on a Wayne Newton 
tape. Then dress your significant other in 
sequins and Spandex and have them puff 
cigarette smoke in your face, ply you with 
free drinks, and remove all the cash from 
your pockets. eo 


oreal you may have to 
notify air-traftic control. 


You no longer have Activate dual fire but- 
to imagine the expe- tons, throttle control, 
rience. Because and more! 
now you can live SO flexible, if even 
the dream. transforms into a fixed- 
Introducing column steering wheel for driving 
G-FORCE, the high- simulations. 
tech flight yoke that Try G-FORCE by Suncom. It’s like a 
lets you pitch, roll, heavy dose 
bank, soar and never lose control. of reality. 


Suncom 
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Keith Ferrell 


In All 


W.,, is there so little romance in 


interactive entertainment? 


It’s not a new question: The heart has 
always played a lesser part in computer and 
video games, generally subordinate to the 
head or the gonads. But it doesn’t have to be 
this way. You can have great multimedia 
products that also contain a great love story. 

I don’t mean the things that pass for love 
stories on the tube or big screen these days. | 
mean romance the way it used to be—the 
kind that leaves you with a warm heart and 
damp eyes at the end of the show. 

Of course, there are few enough of those in 
any media these days. Books, TV, and movies 
all pretend to romance, but mostly what they 
deliver are pseudo-romantic situations, ersatz 
love stories in sitcom form. Maybe it’s because 
we live in an unromantic age. 

“Anti-romantic” might be a better 
description. Guns on the street, brushfire 
wars, technological disruption, diminished 
expectations, gathering hardship, and creep- 
ing cynicism leave little room for romance. 

And those same guns, wars, and technolo- 
gy make for easier adaptation to interactive 
storytelling than do stories with heart. But 
the two need not be mutually exclusive. It’s 
hard to think of greater romantic stories than 
Gone With The Wind or For Whom The 
Bell Tolls, both of 
which played out 
great love stories 
against backdrops of 
social collapse and 
hardship. 

Such backdrops 
make for good enter- 
tainment and actually could work quite well 
as interactive games. For Whom The Bell 
Tolls, for example, has it all: a commando 
mission, tanks, physical challenges, and an 
earthshaking love story. Now is that fodder 
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Do we want 
romance in our 
games? Do hearts 
and flowers fit with 
smash and blast? 


| Tube Man 


for a CD-ROM game or what? 

But that’s not what we’re getting. What, in 
fact, has the world of interactive entertain- 
ment provided by way of romance? Not 
much. Leisure Suit Larry hardly quali- 
fies. Neither do any of the other _ 
interactive pick-up pro- e 
grams. Romance isn’t 
about trying to cop a feel; 
it’s about getting into 
someone’s heart and 


head, whether or a 4 


not you get into 
their bed. 

I'd express the 
same _ hesitation 
about the romances 
portrayed in adven- 
ture and role-play- 
ing games. Too 
often, our heroes— 
and the occasional 
heroine—have deep- 
er relationships with 
Opposing wizards 
and creatures than with 
their true loves. Romantic 
relationships are set dressing, nothing more. 

What’s missing? People—real, recogniz- 
able, and believable. And that’s true whether 
or not the entertainment takes place on the 
big screen or CD- 
ROM. (It’s sometimes 
true in print, as well: 
The Bridges Of Madi- 
son County passes for 
a romance, but it’s 
really a greeting-card 
commercial.) 

What’s involved in getting heart and char- 
acter into interactive products? And are they 
even welcome there? 

As for the first question, the answer 1s the 
same as for any medium: You’ve got to have 


® 


Lookin’ for Love 
the Wrong Places 


real writers and real storytellers putting 
together real stories. The second question 1s 
tougher. Do we even want romance, or the 

possibility of romance, in our 
= games and multimedia titles? 
| Do hearts and flowers fit 
| with smash and blast? 
_ They have in other 
= media—witness Gone 
© With the Wind, For 
Whom the Bell Tolls, or 
any of thousands of nov- 
els, movies, and teleplays. 

But in Doom? Or 
Ultima? 

Why not? Conventional 
wisdom has argued that 
the audience for multime- 
dia games is primarily 

adolescent males (of any 

age), with little or no 
interest in “that mushy 
stuff.” I’'d argue simply 
that we haven’t seen enough of 
a romantic component in our games 
» to know whether or not the audi- 

ence would respond to it. But if 
romance is never attempted, we’ll never 
know whether or not love could find a place 
in our interactive hearts. 

We just might surprise convention, you 
know. We just might show the cynics that 
there’s plenty of room for heroic and action- 
packed multimedia stories that also carry a 
full freight of hearts and flowers. We might 
even love such stories. 

It’s romantic to think so, anyway. 

Have a swell Valentine’s Day...and keep 
watching. \e 


Keith Ferrell is editor of Omni, editorial director 
of General Media Services, and science & technol- 
ogy editor for Penthouse, each of which covers the 
interactive revolution in its own way. 


ILLUSTRATION BY LANCE JACKSON 


WE HAVE STATS, a THEY HAVE STATS. 
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WE HAVE ALL THE MAJOR LEAGUE 2 
TEAMS, AND ALL THE Se lll dl dll THEY HAVE ALL THE STATS. 
MAJOR LEAGUE PLAYERS. 


What good are stats if your players look like a bunch of mutants? ESPN Baseball Tonight is the first PC 
baseball game to combine great stats with all 28 major league teams, all the players, and great gameplay. 
We filmed live players and digitized them into the game using 15,000 frames of player animation. So you'll see 
every detail, from the baserunner’s nervous lead to the batter’s depressed walk back to the dugout after he whiffs. 
Super VGA graphics display the game in 256 colors — more than any other game. Even the management 1s 
| realistic. You can trade, edit and change players’ stats. With over 10 minutes of video highlights, instant 
| keds replays and “live” commentary from ESPN’s Chris Berman and Dan Patrick, this is the most realistic 
PC baseball game out there. If you don’t believe us, our competition has plenty of statistics to prove It. 


For PC CD-ROM and floppy disk. Also available for Super Nintendo, .- 
@ EVERVIEING ELSE ISJUSEPRACTICE. Sega Genesis and Sega CD. 


ESPN BASEBALL TONIGHT IS DISTRIBUTED BY Sony {waGESOFT, 2400 Broaoway, Suite 550, Santa Monica, CA 90404, Sony IS A REGISTERED TRADEMARK OF SoNY CORPORATION. IMAGESOFT i 4 TRADEMAAK OF Sony E 
SEGA, GENESIS AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. SUPER NINTENDO ENTERTAINMENT SYSTEM iS A REGISTERED TRADEMARK OF NINTENDO OF America, Inc. ©1994 NinTENDO 0 


LECTRONIC PUBLISHING 
AMERICA, INC. ALL RIG 


91994 Sony EvectRonic PuBtisHinG Co. ESPN AND BASEBALL TONIGHT ARE TRADEMARKS OF ESPN, Inc 
TS RESERVED. OMLBPA MSA. OFFICIALLY LICENSED BY THE MAJOR LEAGUE BASEBALL PLAYERS ASSOCIATION. 


U reemmmrrrph...the 


Multimaniac has been victimized by 


holiday overindulgence. 

It’s not my fault. I had no choice but to 
eat those extra helpings of stuffing at 
Thanksgiving...I felt compelled to consume 
half a pumpkin pie for breakfast each morn- 
ing throughout Hanukkah...I was afraid 
that one goose wouldn’t suffice for 
Christmas...I was only being gracious when 
I opened that last case of champagne at my 
New Year’s Eve party...And now, I’m the 
one that has to suffer for it. 

I suppose that the good news 1s that the 
Multimaniac is bigger than ever. But it’s the 
bad kind of bigness—about 12 pounds of 
new and strangely unlovable me. My spare 
tire is big enough to equip a fleet of 4x4s. 
My seat could serve as a Barcalounger. And 
my wife has made it clear that her affection 
for Multimaniacs doesn’t extend past the 
190-pound mark. 

Much as I hate to admit it, the 
Multimaniac needs to lose some weight. 
Being the Multimaniac, my fans expect me 


Exercise guru 
Kathy Smith’s Fat 
Burning System 
takes a New Age 

approach to 
personal fitness. 


to use my computer to solve all problems, 
and why shouldn’t they? It’s certainly never 
failed me so far. 

There’s always a first time. Oh, I thought 
I was on the right track when I discovered 
Kathy Smith’s Fat Burning System from 
Xiphias. It seemed to be the perfect solu- 
tion—a 10-week program presenting the 
absolutely best, most essential material culled 
from Smith’s prodigious output of books, 
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| Multimaniac 


Paul Bonner 


My PC Made Me Sweat 


audiocassettes, and videos, all presented on 
CD-ROM using Xiphias’ innovative Matrix 
Interface. (Xiphias; 800-421-9194; Win/Mac 
CD, list price $39.95) 

Alas, first impressions are not always 
what they seem. The first problem is that 
while the folks at Xiphias may love their 
Matrix Interface, it’s hard to imagine that 
anyone else will. 
Working your 
way through this 
monstrosity 1s 
about as much 
fun as resetting 
the date on a 
$10, 20-func- 
tion, made in 
God-knows- 
where digital 


watch. 

(The in- Mixing dos 

structions Your biggg ne int 
S 


for my favorite 

such watch read: “The colon 1s 
blinking always”—a thought too horrible to 
contemplate.) 

The disc’s manual attempts to describe its 
“easy-to-use” interface that “puts video, 
audio, graphics and text right at your finger- 
tips” in 7 of the manual’s 11 pages. 
Basically, the Matrix divides your screen into 
10 columns of seven squares each. Behind 
each square is an audio and/or video and/or 
text clip that plays when you click on the 
square. When you’ve completed viewing a 
column, its squares turn transparent to reveal 
the image underlying the entire screen—a 
lukewarm shot of a sweaty Smith. 

So far, so good. The interface doesn’t 
turn nightmarish until you begin to explore 
its various modes, or paths: Author mode 
follows the sequence chosen by the 
authors, POV (point-of-view) mode lets 
you view all the squares in a given row, 
Random mode lets you access any square, 
and User mode asks you to plot your own 


© and gra; 
Grainy Video may 
raise 


path through the squares and then view 
them in that order. 

When I realized that Xiphias planned to 
use this interface on a complete line of prod- 
ucts, | broke into a cold sweat. “Hey,” | 
thought to myself, “this is working. ’m 
sweating!” 

Eventually, of course, I got past the 
Matrix Interface and actually began to 
peruse Smith’s material. Unfor- 

tunately, things 
Mey didn’t get 
any better. 
When she isn’t 
spouting New 
Age vaporisms 
like “Relaxation 


seems Impos- 
sible...but it’s 
not,” Smith 1s 


either instructing 

me to be rude by 
inquiring “What 
are you having?” 
before accepting a 
dinner invitation, or she’s jumping up and 
down in a QuickTime movie too grainy to 
have any informational—or even prurient— 
value. Oh, I found some good stuff here, like 
the answer to the question “Salad bar—Yes 
or No?” (Answer: It depends). 

Nowhere, however, did I find any real 
help dealing with my extra avoirdupois. And 
I certainly didn’t find any serious discussion 
of the difficulties of permanently losing 
weight, or of the ramifications of society’s 
obsession with thinness. This disc doesn’t 
rock its highly profitable boat, nor does it 
bother with thoughts more troubling than 
“Be your own best friend” and “Do what 
works for you.” 

Still, I did find one valuable piece of 
nugget in Kathy Smith’s Fat Burning System. 
It was right there on page 2 of the manual: 
“Not all exercise programs are suitable for 
everyone.” She got that right. \=, 


ECSTATICA 


You'll have nightmares playing this game! 
Never before has such realistic gameplay 


been combined with such maddening 
adventure. Screams abound when a 
young girl's nightmares terrorize a 
town gone mad. Suddenly you're 
Caught up in a role-playing horror 
story that features ellipsoid 3-D 
technology for the ultimate in 
realism. Over 200 beautifully 
animated sequences, incredibly 
detailed 3-D backgrounds and 

a broad mixture of action 

and horror make this game a 

unique, cinematic experience. 


Pipa m1N¥) VF bes ; 
f " 


Voluntarily Rated for Mature Audiences 
This title contains subject matter which may 


not be appropriate for audiences under 17 


675 Massachusetts Avenue * Cambridge, MA 02139 ¢ Phone (617) 497-7794 Fax (617) 497-6759 
This game was developed by Andrew Spencer. Animation by Alain Maindron. 
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Today’s computer- and CD-ROM-based 
games play on a bewildering variety of 


radically different machines. You can 


choose from PCs and Macs as well as CD-i, Sega CD, and 3D0 
systems. Each platform has its particular advantages, but 
most people can’t afford to spring for every platform under 
the sun. In the real world, you’re lucky to have one or two dif- 
ferent machines equipped to play games for grown-ups. 

So, what’s your best choice? Tough call, if only because the 
comparisons are apples and oranges. Specs like processor 
speed, CD-access times, and screen resolution don’t necessarily 
translate to fun. Because software plays such a big part, and 
because comparing a high-powered flight sim like Falcon to a 
hand-twitch arcade game like Mortal Kombat doesn’t prove 
anything, we took a different tack. 

To create a fair comparison, we played the exact same 
games on multiple machines.We blasted away at Mad Dog 
McCree on the PC, Sega GD, CD-i, and 3D0. We fired up Rebel 
Assault and Iron Helix on the PC, Mac, and Sega CD. We lived 
through Mortal Kombat (and its clones) on the PC, Sega CD, and 
$D0. And we took a swing at a variety of golf games on the PC, 
Mac, 3D0, and CD-i. 


: We picked these five multiplatform games because they've 
By Gregg Keizer py 


ated to more than just a couple of machines, and 
because they demonstrate the variety of game types available 
ona variety of platforms. 

To judge how well each game did on each machine, we jumped 

from one machine to another more quickly than someone with a 

a eS MS mind..We.paid special attention to 

bi installation (the time it takes to get to the games), game play 

(how easy they are to operate), appearance, speed (somewhat 

relative, since computers have a broad performance range), 
sound, and, of course, the oh-so-subjective fun factor. 


PHOTOGRAPH BY GEOFFREY NELSON 


PG, Mac, 300, CD-i, Sega CD...how do yeu choose? 
We play the same games on-multiple machines 


to find out which system-is top dog. 
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Mad Dog McCree 


PGA Tour Golf 486 


Thumbs up: CD-1 


[* THIS VIRTUAL GUNFIGHT 
at the OK Corral, the sheriffs 
in jail, his winsome daughter has a twinkle in 
her eye, and the only things standing 
between you and becoming a hero are gun- 
slingers and the undertaker. Think of it as 
quick-draw target practice using a Western 
town’s desperadoes as the targets. 

Based on the popular stand-up arcade 
game, Mad Dog McCree has replicated itself 
across every platform but the Macintosh— 
and a Mac model may be out by the time 
you read this. Right now, you can slap 
leather on the PC, Sega CD, 3DO, and CD-1. 
We rated the various versions on video quali- 
ty and gunplay. 

Video: Because this game is essentially 
a long video clip, video resolution and 
smoothness are crucial. The Sega CD comes 
out on the short end of the six-gun here, 
since it displays video in a waffle-iron-style: 
The pixels look big, you can’t miss the jagged 
edges around the characters, and the color 
palette is puny. The PC and 3DO look much 
better, though Mad Dog on the 3DO has a 
nasty habit of pausing—it’s looking to the 
CD for more data—at the most annoying 
times, like just before a bad man draws 
down. But the CD-i uses its optional $249 
Digital Video Cartridge to display practically 
TV-quality video. It’s like watching a wacko 
episode of Gunsmoke, or a comedy version 
of some Clint Eastwood squint-and-shoot 
Spaghetti Western. 

Gunplay: Since Mad Dog’s a shoot- 
ing gallery, pure and simple, the way you 


Links Pro Macintosh 
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blast the bad guys is just as important as the 
video quality. The absolute best way to play 
Mad Dog at home is with a plastic light gun 
instead of a mouse or a joypad. You point 
the pistol, which shoots a beam of infrared 
light (the same as a TV’s remote control) at 
the screen. Press the trigger when the beam’s 
on the target, and—BLAM!—he tumbles off 
the roof or falls to the saloon floor. The CD- 
i, 3DO, and Sega CD all offer optional guns; 
the PC doesn’t. Forget the 3DO; even after 
repeated calibration, its peashooter couldn’t 
hit the side of a barn. The guns for both the 
Sega CD and the CD-1 shoot pretty accurate- 
ly, although the Sega’s seems to be a tiny bit 
closer to the mark. 


QUICK TAKE: If you want to yell 
“Draw, stranger!” and get away with it 
Mad Dog McCree on the CD-i (w 


Digital Video Cartridge). The video is super 
sharp, and the gun is as good as it gets. 


Golfing with the Pros 


Thumbs up: PC 


O SINGLE GOLF GAME 
transcends more than a 
pair of platforms, but there are golf games on 
almost every machine. So we considered the 
entire golf category as a single title. 
Fortunately, the various golf games play 
remarkably alike, so the test retains its worth. 

All golf games put you on a course—usual- 
ly grabbed from video footage or stills of the 
real thing—as a computer- or video-rendered 


player. You press buttons to select a club, set 
direction, and hit the ball. Swinging the club 
usually revolves around a three-button process 


Pebble Beach Golf Links 


of starting the back- 
swing, establishing 


Mad Dog McCree lets 
you in on the shoot- 
out. The CD-i version 
looks the most like a 
real Western. 


swing power, then 
striking the ball at 
the proper time. In 
electronic golf, timing is everything. 

To see what works best, our caddie 
erabbed four golf games: Access Software’s 
floppy-based Links 386 Pro and Electronic 
Arts’ CD-ROM PGA Tour Golf 486 for the 
PC, Access’ Links Pro Macintosh, Panasonic 
Software’s Pebble Beach Golf Links for the 
3DO, and The Palm Springs Open for CD-1. 
Sega CD, unfortunately, didn’t make our tee 
time, but look for U.S. Gold’s World Cup 
Hyatt Dorado Beach for the Sega CD, 3DO, 
and PC by the time you read this. We judged 
the golf games on the quality of the player 
images, the sophistication of the simulation, 
and what courses were available. 

Player images: While there’s little 
difference in course appearance between the 
platforms—all of the machines strut with 
sharp images—players are another matter. 
Some, like Access’ Links titles, rely on com- 
puter-created people that, though realistic, 
still look machine-made. All the others use 
digitized images of real folk. PGA Tour 
stands out with video doppelgangers of such 
real PGA players as Tom Kite and Craig 
Stadler. I vote for video. 

Sim sophistication: Game play 
varies even more among the titles, particular- 
ly in the sophistication of the simulation and 
the handling of the various controls. Pebble 
Beach Golf Links 
ranks at the bottom, 
with unreliable 
hitting that often 
resulted in whiffs, 


The PC offers the 
most golf options, the 
best-looking players, 
and the widest selec- 
tion of courses. 


aan ae 


The Palm Springs Open 


Rebel Assault on 
the PC and Mac 
looks much better 
than on the Sega 
CD. The PC plays it 
best, thanks to a 
wide variety of joy- 


even after hours of practice. The best was 
Links on both PC and Mac, because it lets 
you design custom shots and adjust your 
stance. The others fell in somewhere in the 
middle. 

Course selection: Like life, where 
variety is the spice, great golf depends on 
choices—specifically, of courses. Here, the 
PC wins easily: Not only does Links 386 
have more course picks than any other pro- 
gram on any platform, but only the comput- 
er-based golf games let you add courses later. 


ection, 
d the 


Thumbs up: PC 


T’S BEEN MORE THAN A 
decade since George Lucas 
last made a Star Wars movie. In the mean- 
time, his LucasArts software team has been 
recycling the content and conflict from the 
universe he created and spinning it into 
games like Rebel Assault. 

This CD-based arcade-action hit was 
spawned on the PC and now flies on the 
Mac and Sega CD, too. On any platform, 


itll send you on training missions, flying 
Rebel ships through canyons, heading into 
space to take on the Empire’s mile-long 
destroyers and one-man TIE Fighters, and 
even striding across solid ground for a shoot- 
out with some Imperial Stormtroopers. 
Although it features video and music 
from the movies and a stentorian voice-over 
fills you in on the background, the heart 
beating inside Rebel Assault is computer- 
crafted animation. This is an arcade game, 
and the video and audio chrome is just that. 
Since the game’s content doesn’t change 
from platform to platform, we judged the 
various versions on the quality of the ani- 
mation, command and control capabilities, 


and the difficulty of getting started. 

Pretty pictures: The play may be 
the same, but the scenery isn’t. The Sega CD 
version looks grainy and bland; it simply 
doesn’t measure up. The PC and Mac inter- 
pretations, though, feature crisp, sharp-edged 
spaceships and color-laden images. The Mac 
looks slightly better on-screen than the PC, 
but it’s a judgment call. Give the typical 
home PC the edge on speed compared to the 
typical home Mac, though. 

Command and control: Action 


Sticks. 


joystick choices are so varied. That’s one rea- 
son that many PC gamers have a joystick, 
while Mac owners often do without. 

Setup: Installing a CD-ROM game 
on the PC is typically tougher than getting 
going on other platforms. On a PC, you 
often have to fight DOS memory limits and 
dink with irksome IRQs and DMA chan- 
nels. The Sega CD Rebel is simplest, natu- 
rally: Just stick the disc in the machine and 
play. The Mac gets second place, with the 
PC coming in dead last. 


games require fast reaction on your part. You, 
In turn, require a decent controller to interpret 
your moves. The Sega CD’s standard con- s hi 
troller works well. On the desktop machines, 7 gissyelel nis 
OUCUSUCMAI aan tCeomtta ounecimms aimost as good. Credit good animation, 
but a joystick is by far the best way to go. faster speed, and a wealth of controller 


Here, the PC takes the lead, if only because the options for the pick. 


Why Games Are Going Multiplatform 


hese days, it takes serious money to produce a top-notch game. Though not yet as 

expensive as making movies, costs for a high-end game can easily reach a cool $1 

million. Actors, sound stages, professional voice-overs, 3D-image generation, musi- 
cal scores...they all cost money. Add to that the licensing fees some publishers pay to get the 
rights to a popular arcade game, film, or sports property—the NBA Jams, Mortal Kombats, and 
Star Treks—and it doesn’t take much of a spreadsheet to show that a lot of copies have to 
leave store shelves before the company posts a profit. The more machines a game can play 
on, the larger its potential pool of buyers. 

The pressure to go multiplatform is coming from all sides. The growing number of multi- 
media PCs in homes is attracting traditional cartridge developers, and increasingly powerful 
game machines with CD-ROM drives and plenty of raw processing power offer new opportu- 
nities to PC-game makers. 

Content plays a big part, too, especially now that CD-ROMs are sweeping into homes 
across the country. Most CD games rely in large part on video clips and audio sound bites, and 
these pieces transfer easily between machines—much more easily than hand-coded graphics. 
Resolution may differ—a video snippet on the Sega CD looks a lot different than when it plays 
on the PC, for instance—but the scene doesn't have to be reshot. 

Fragmented as today’s hardware scene is—and new machines from Sony’s PlayStation and 
Sega’s Saturn on the TV set to the workstation-like Power Macs and Pentiums are only mak- 
ing things worse-it’s inevitable that game publishers will push to put their products on as 
many platforms as possible. 

In the long term, the best option may be a single game-playing system. You know, one size 
fits all. Eventually, machines may converge into just such a single-style box, but don’t count on 
it in our lifetime. That means developers will continue trying to make their games available on 
computers, CD-i, Sega CD, 3DO, and whatever platform comes next. —GK 
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Thumbs up: PC, Mac 


NE OF THE FIRST CD- 
ROM-based hits—it pre- 
ceded Myst and Rebel Assault—Iron Helix 
is more puzzle and strategy than action. 
That makes it a good game for the desktop, 
where players typically hold mind work in 
high regard. 

As you shepherd an unarmed probe 
through the out-of-control SS Jeremiah 


Where the Platforms Rule 


PCs and Macs do well with almost every type of game, while 
the CD-based decks tend to specialize in certain categories. 


PC Mac SegaCD 3DO CD-i 


Simulation 

Action/Arcade vw 
Sports v 
Adventure v 
Role Playing 

Puzzle 

Strategy 


Obrian space destroyer, you’re uncovering 
the dead crew’s DNA, locating video clues 
that eventually let you destroy or disarm the 
vessel, and always, always avoiding the 
ship’s defensive *bot. [ron Helix relies on a 
three-dimensional, first-person perspective 
showing computer-generated images. 


They’re not up to photo-realistic standards, 
but the point here is the game and its puz- 
zles, not the background. We judged the 
original Mac version and the ports to the 
PC and Sega CD on command and control 
as well as screen clarity. 

Mouse moves: [ron Helix may make 
you watch the clock—the possessed ship 
will destroy its populated target in six 
hours—but it’s not a twitch game. To 
maneuver the probe through the Jeremiah 
Obrian, to switch map views, or to engage 
its arm with a data 
port, you simply 
click the mouse in 
the PC or Mac ver- 
sions. On the Sega 
CD, you use the 
handheld controller. 
The mouse wins, but 
not by much. 

Clarity of vi- 
sion: Except for the 
somewhat cinematic 
opening, Iron Helix’s 
images are of the 
Obrian’s interior. Var- 
ious panels show the 
probe’s view, a compass rose for maneuver- 
ing, a map, and a small status display. Mac 
and PC users get to watch crisp, clear images. 
The Sega CD display is fuzzier (surprise), 
with a low-res look that’s particularly lame 
in the opening sequences. But it’s not pathetic 
enough to ruin the game. 


v v 


v 
v 
v 


Although Iron 
Helix was cre- 
ated for the 
Mac, the PC 
version is just 
as good. The 
Sega CD is a 
little fuzzier, 
but still fun. 


n Helix look snappier, but the 
Sega CD is still well worth playing. 


Thumbs up: 3DO 


S AN ADULT, YOU CAN 
make up your own mind 
about Mortal Kombat, the hyper-violent 
fighting phenomenon that got so much press 
last year when it hit cartridge-based video 
game machines such as the Sega Genesis and 
the Super Nintendo Entertainment System. 

In case you missed Mortal Kombat’s sim- 
ple storyline, here’s the Cliff's Notes ver- 
sion: martial arts, kick-punch, blood and 
gore. Mortal Kombat plays short, quick, 
and—when a computer opponent’s at the 
other end of the screen—without mercy. 
Practice makes perfect in this game: The 
more you play, the better and faster your 
character lands blows. 

Mortal Kombat’s been superseded in the 
malls and on cartridge-based machines by 
the even-bloodier Mortal Kombat II, but the 
original still rules on the Sega CD and the 
PC. It hasn’t made it to the 3DO, but a clone 
called Way of the Warrior is close enough 
to use as a compar- 
ison. We judged 
the fighting games 
on action and char- 
acter development. 


Fighting games look 
best on 3D0, while 
Sega CD players will 
have to cool their heels 
between fight scenes. 
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Five stars means you've found a perfect match. Four or three stars indicates a good place to play. Two 
stars means that maybe you should think about using a different system. No stars, and the game isn't 
currently available for that platform. 


Mad Dog McCree 


Rebel Assault 
Iron Helix 
Mortal Kombat 


‘Way of the Warrior was substituted for Mortal Kombat 


Action, action, action: Speed kills 
in electronic martial arts. Unless your charac- 
ter moves and fights fast, you’re dead meat. 
The Sega CD isn’t known for being fleet, but 
Mortal Kombat moves as fast here as it does 
on the cartridge original. Delays between 
fight scenes, though, are a major pain. On 
the PC, Mortal Kombat flies; it’s as fast and 
furious as the arcade machine. Ditto with 
Way of the Warrior on the 3DO. 

Character development: Though 
some may play fight games as an outlet for 
psychopathic behavior, the rest of us play 
for a) the cool special moves, b) the sharp- 
dressed characters, c) the bloody fatalities (as 
in “Finish him!”), or d) all of the above. 
Answer d? Good choice. 

There’s not a lot of difference between 
these platforms when it comes to any of the 
above. Since the Sega CD and PC versions 
of Mortal Kombat are ripped right from the 
arcade machine, they share moves, charac- 
ters, and fatalities. The fighters on the PC 
do look a bit too thin, though, as if they’d 
been squeezed from the sides. Way of the 
Warrior’s characters show up bigger on the 
TV screen than do Kombat’s, and they’ve 
got some outrageously ingenious moves. 


The real winner 
here would be Mortal Kombat II on a car- 
tridge machine. Sticking to CD-based sys- 


tems, settle for the 3D0 and Way of the 
Warrior: bigger characters, funkier music, 
just-as-fast killing moves. 


And the Winner Is... 


O WHICH PLATFORM DELIVERS THE 
S nos fun? Our unique test program 
yields a split decision. The PC claims top-dog 
status more often than any other machine, 
illustrating its overall flexibility. One moment 
the PC can be a good simulator, the next an 
excellent puzzle player, or even a credible 


arcade replacement. 

In comparison, game 
machines like the CD-i 
and 3DO fill niches, show- 
ing certain skills but not a 
well-rounded personality, 
while the Sega CD doesn’t 
cut it with some of these 
games—especially in ap- 
pearance. The Mac per- 
forms well on those titles it 
offers, and displays many 
other virtues beyond gam- 
ing performance. 

But don’t let our com- 
parison blind you to 
another important factor 
in choosing the best game- 
machine: the quantity of 
available titles. Overall, 
for instance, the Sega CD 
may be a better box buy 
than the CD-i because its library is more 
robust, more varied, and more entertaining. 

Here, too, the PC wins honors. No other 
system comes close to its collection of 
games—either in absolute numbers or in 
variety. A PC may cost more than a 3DO, 
CD-i, and Sega CD combined, but its wide- 
ranging abilities let it do what they can, 


and a lot more besides. 4 


The Palm Springs Open 


Way ofthe Warrior 


ELECTRONIC ENTERTAINMENT + February 1995 S14 


Check your PDA 
after leaving every location. 
it records bits of information 
from each scene. 


eyond the soulless ditties of Janet Jackson, bom- 
bastic tributes to teen angst, and the brainless 
escapades of Beavis & Butt-head, MTV broad- 
casts some of the most adventurous content in 
popular entertainment. Now MTV brings its flashy 


Club Dead, a futuristic mystery game forthePC. = 


Publisher Viacom New Media enlisted the talent of MTV 


producers, writers, and designers to script Club Dead’s 
bizarre but coherent storyline and create its techno/ 
retro look. Martin Atkins—producer, writer, and performer 
for such alternative bands as Pigface, Ministry, Killing 
Joke, Public Image, and Nine Inch Nails—wrote Club 
Dead’s evocative score, which mixes industrial, techno 
pop, rap, and R&B. 


sense of humor and flair for the alternative to 


The game is a mix of finely rendered environments that 
you can explore and full-motion video clips that advance the 
action. Club Dead doesn’t feature big-name celebrities, but 
the game’s 20-plus actors do a first-rate job of delivering 
the game’s heady mix of humor and horror. Much of the 
eclectic cast plays employees of the Alexandria—a cutting- 
edge virtual-reality resort created by Spencer Amalgam. The 
rest portray guests hooked on “V,” or virtual reality experi- 
ences. Check out the game’s electronic guide to introduce 
yourself to the staff and Alexandria guests. 

As cyberplumber Sam Frost, you meet and interact with the 
resort’s unusual inhabitants via the numerous video clips at 
each location. You've recently been pulled out of a Metacorp 
jail to repair Alexandria’s virtual-reality pods. Unfortunately, 
you love your work a little too much: You, too, are a V addict. 
So, expect plenty of fearsome hallucinations and strange 
V experiences—such as trying to crawl back 
into your mother’s womb— 
throughout the game. 


The Online is like a video answering 
machine. Expect video-messages from 
Executive Johnson, and your 
online buddy Lucas. 


To further complicate matters, you 
are the prime suspect in a series of 
mysterious murders at the Alexandria. If you don’t find a 
way to clear your name, Scudder, chief of security, will 
blame you and apply his own version of justice. And your 
boss, Executive Johnson, has his own lethal ways of dealing 
with poor job performance. If you need more 
ways to die, there’s always the threat of 
suicide or a virtual-reality overdose. Club 
Dead easily lives up to its name. 

If you want to survive, it helps to know 
where you're going. Our exclusive Guided 
Tour will show you Alexandria’s most inter- 
esting locations and introduce you to its 
most charismatic residents. We’ve even 
thrown in a few hints on how to escape the 
V resort clean and sober, not baked and 
fried. (Viacom ~ ayes — 2539, 


The Lobby is key. Visit it 

as soon as you wake up 

on your bathroom floor— 

still shaken from a hallu- 

cination of a tooth fairy 
impaled on a large mo- 
lar. In the lobby, you'll 
find twins Sim and Stim 
and the TeleFX. Use the 
TeleFX to send virtual 
images of items you 
find to Lucas. 
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The Alexandria’s unisex 
hody station is open to 
all. To escape V hell, visit 
the restroom several 
times—and not because 
you've been sucking 
down too much green V 
drink. This is where you 
will collect a device 
called a digitizer from 
Niki the intern. 


This room holds 
Spencer Amalgam’s 
most advanced V instal- 
lation. You experience 
any fantasy you can 
dream up. In sonic artist 
Richie 7’s fantasy, he’s 
showered with affection 
from fanatical fans. 
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Down in the depths of the 
Alexandria, you’ll meet the 
mysterious and crazed Lumiel. 


The elevator takes you to all the public and 
private floors—and some mystery spots— 
in the Alexandria. At first you won't be 
able to enter some of the rooms, but have 
patience. Later on, you may even run 

into this nightmare between floors. 


2” The Tiki Tech Saloon 


& 


Red Moses tends 
bar in the saloon. 
When he’s not 
having one of his 
V flashbacks, he’ll 
serve you a V 
refresher. Look for 
the Neo Romans, 
Risa Winters, and 
Jackson Standard 
in the saloon. 
Standard might 
offer you a means 
to enter V safely. 
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The Innocence Pod lets 
you experience total joy. 
V ignorance really is bliss. 


» hichies Paradopaod 


Richie’s Paradox Pod 

can make you nauseous 
with its upside-down 
inhabitants and whacked- 
out perspectives. Just 

be sure you have a present 
for Niki on your first visit. 


theNightihare Pod Y (~ 


Use your electronic guide 
to familiarize yourself 
with the Alexandria staff, 
guests, and rooms. 


The Pleasure Pad 
weg 


For a dose of sheer terror, the 
Nightmare Pod is open 9 p.m. 
to 3 a.m. daily. After reuniting 
with your masochistic dentist 
father in the Memory Lane 

room, your subconscious fear 
of teeth strikes again here. 


Enjoy all your hidden desires here. 
On your first visit, you'll find 
Richie 7 luxuriating in a V experi- 
ence in the Pleasure Pod. If you’re 
cool enough, he’ll invite you to a 
VIP party in his room. 


Place all the goodies you find— 
or steal—in your inventory. To use 
something at a specific location, place 
it in the “use” spot before you go. 
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ure, he can make you fall in love. 
But can he show you how to do the X- position, 


the Flanquette Or the Wheelbarrow? 


Finding a soul mate is hard enough, But how do vou keep the sparks firing? Y One possible 
way to accompli sh this feat is to give your lover a copy of The Tov of Sex on CDi or CD-ROM for 
Valentine's Day. » Like the book, it’s an uninhibited exploration of the sensual art of lovemaking. Yet 
with i veaction di igital video, graphic illustrations and informative commentary, it Hoes way bevond the printed pape. ¥ So 


this pear, give your valentine The © Tov of Sex on CD. After all Cupid can ignite the fire but keeping it (it is up to vou, 


Call 1-800-340-7888 for more information or to order. 
> 
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O you just went out 


and spent a bundle on 
the latest multimedia 
hardware and the 
hottest games and 
titles. You thought you 
had everything you 
needed, but now 
youre having trouble getting it 
to all to work. 

You're not alone. According 
to Tom McGrew, a Carlsbad, 
Calif., consultant, up to 25 per- 
cent of all CD-ROM titles are 
returned. And according to 
industry estimates, nearly that 
many CD-ROM drives eventu- 
ally find their way back to the warehouse. Why? Because people can’t 
get them to work properly. 

Hardware or software, plenty can go wrong. Maybe your com- 
puter won’t recognize the new CD-ROM drive and sound card you 
just spent three hours installing. Or perhaps you get a memory error 
whenever you try to load TIE Fighter. Or it could be that The 7th 
Guest’s background music drowns out the game’s voices—and you 
can’t find a way to adjust the volume. 

We understand your frustration. Despite an aggregate 950 years 
of technical expertise, the E* staff has software and hardware horror 
stories of our own. The important thing is not to give up, and this sur- 
vival guide will help you find the solutions and support you need. 

If you bought the uncooperative product from a retailer, you can 
call or visit the store and ask for help. You may get lucky and find a 
benevolent propeller-head who will take the time to listen to your 
problem and try to solve it without insisting that you buy another 
$1,000 worth of equipment. But don’t count on it; store staffers 
can’t be experts on every product and every problem. 

That’s why you may be better off approaching the product’s 
manufacturer for help. Most hardware is covered by at least a 30- 
to 90-day warranty; some products are covered for a full year. And 
many stores will sell you service contracts that provide additional 
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support. These contracts can be expensive, but 
may be worth it if you’re worried about being left 
in the lurch. Software is usually covered by a war- 
ranty on defective disks, but that’s about it. 

Unfortunately, service can vary wildly from 
company to company. Expect to face impersonal 
automated phone systems, interminable waits on 
hold, and nerve-jangling on-hold musicommer- 
cials. Even when you finally get a technician on the 
line, you may find them smug or unprepared. To 
ease the frustration of calling the manufacturer for 
help, consult our “Tech-Support Tips” on page 59. 

If your modem is still working, consider look- 
ing for help online. Services like America Online 
and CompuServe provide a place to air your grie- 
vances but also serve as a great place to get an- 
swers, either directly from vendors or from other 
people who have had the same problem. For where to go and what 
to do, see “Help by Wire” on page 58. 

The good news is that both companies and consumers are wis- 
ing up to the importance of easy-to-install products and accessi- 
ble technical support. As customers demand products that work 
and help if they don’t, smart manufacturers are realizing the ben- 
efits of giving them what they want: fewer support calls, fewer 
returns, and more satisfied customers. Who knows, someday PCs 
may be as easy to use as toasters. Until then, don’t get burned. 


Fat City 


“| loaded SimCity 2000,” recalls Tobias, a 25-year-old gamer, “but 
when | went to run it, | got an error message stating that | didn’t 
have enough memory. The box said | needed 4MB of RAM, and 


that’s what I’ve got. What’s up?” 

Moral of the story: Truth-in-labeling laws don’t apply to soft- 
ware memory requirements. A good rule of thumb is to double the 
amount of RAM a software package claims you need. It may run in 
less—but you might not like the performance you get. 
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Unnecessary 
Roughness 


Steve, a customer-service consultant him- 
self, has had his own troubles with techni- 
cal support 

When Steve loaded up Accolade’s 
Hardball li, he heard, “Here's the wind-up, 
here’s the pitch...” but didn’t see a pitch. 
He called the technical-support depart- 
ment, but the technician interrupted him 
midway through his explanation. “You 
need to run your boot copy,” he snapped. 

“My boot what?” replied Steve. “Your 
boot copy!” responded the exasperated 
support person. Steve hung up and called 
back, hoping to get a more patient sup- 
port person. Technician No. 2 suggested 
that Steve return the game to the com- 
pany for replacement. As it turned out, the 
technician was pleasant but wrong; the 
replacement disks didn’t help. Steve now 
owns Electronic Arts’ Earl Weaver 
Baseball, which works just fine. 

Moral of the story: If you encounter a 
rude or inexperienced support person, 
ask for a supervisor. The technician will 
usually either straighten up or pass you 
along to someone who'll treat you better. 

Hint: Sometimes you're better off call- 
ing customer service instead of the tech- 
nical-support department These folks are 
often trained to be nicer and more tactful 
and can usually find you a competent 
technician. 


Troubleshooting Tips 


Hardware 
* Have a DOS “boot disk” or Mac system 
disk handy in case you inadvertently disable 
your system or need to start your computer 
without loading any additional programs that 
may squander conventional memory. (For 
details, see “How to Make a Boot 
Disk” on page 59.) 
* Check to see that your equip- 
ment is plugged in and that all 
cables and cords are well connect- 
ed. If there are no lights on the 
equipment itself, make sure there is 
power to the outlet. 
* Install hardware in a clean, well-lighted area. 
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Help by Wire © 


Online services are a gold mine of support, both emotional and technical. You can connect 
with representatives from hundreds of companies and ask for help or commiserate, collabo . 


rate, and conspire with thousands of people who may have had experiences similar to yours, 


CompuServe 


CompuServe offers access to nearly 700 hardware and software companies. Conferences sand — 


chat areas hook you up with peers for live discussions. Best of all, it’s up and running 24 hour 
a day, so you may be able to find a fix at 3 am. CompuServe also offers more than 500,000 © 
downloadable files, including public-domain programs, shareware, freeware, drivers, ee : 
utilities, templates, and demos. (CompuServe; 800-848-8900; $8.95/month for basic service, 
$4.80 to $9. 60/hour for extended services depending on modem se sire 


America Online 7 
AOL gives you access to more than 300 hardware and software companies. AOL ae soni a 
for maintenance every Tuesday and occasional weekdays at 1 a.m. Pacific Standard Time. — 
(AOL; 800-827-6364; $9.95/month includes 5 hours online, $2.95/hour after that) 


Prodigy | 
Prodigy boasts some 2 million members and recently added product support to its service 


selections. But navigating the primitive, prohibitively confusing interface can be aggravating. — 


There are reportedly 200 to 300 hardware and software vendors represented online, but we : 
found it difficult to locate them all. (Prodigy; 800- -776-3449; $4.95 for the software, — 


$9.95/month includes 5 hours, $2.95/hour after that) 


: Internet 
If you have access to the Internet, you can look for help online in text-based newsgroups such 
as comp.souces.games.bugs, comp.sys.mac.games, comp.sys.ibm.pc.games.laction, adven- — 
ture, rpg, etc.], altgames.lyour game here], or rec.games. Some companies, such as — 
have graphical World Wide Web home pages that you can also visit for help. , 


Arrange your components, man- 
uals, tools, and software before 
you start; you don’t want to lose 
a critical screw under last night’s 
pizza box or attach cables and 
fittings incorrectly. 

° Even though it’s not hip, read the manual. It 
may be poorly organized or written in broken 
English, but there is usually good stuff in 
there—especially the troubleshooting section 
and the number for tech support. 


Software 
° Ifa game won’t load, compare the amount of 
RAM needed to what you have free on your 
computer. When it comes to memory, things 
can get tricky. A game that requires 
4MB may not run on your 8MB 
machine because there’s not enough 
free conventional memory (the first 
640KB)—the only kind that DOS 
programs can use automatically. 
Memory from 640KB to 1MB ts 
called upper memory. Memory above the first 
meg is considered either extended (XMS) mem- 


ory or expanded memory (EMS), 
depending upon whether you’re 
using a memory manager. 

To find out the amount and 
types of memory you have avail- 
able, type “MEM/C” at the C: 
prompt and hit Return. Check that the amount 
given for the Largest Executable Program Size 
equals or exceeds the amount of conventional 
memory required by the game. If you’re using 
MS-DOS 6.0 or higher, you can free up more 
memory by typing “MEMMAKER” at the C: 
prompt. If that doesn’t give you enough, you'll 
have to make a boot disk. 

If you run out of conventional memory, 
your computer may also have trouble accessing 
extended or expanded memory. Again, a boot 
disk may help, or you may have to edit the 
expanded-memory statements in your comput- 
er’s CONFIG.SYS file to make more extended 
memory available. Some games can use either 
extended or expanded memory, but others may 
require you to disable your memory manager 
completely. See your game’s manual for help. 

* Make sure you have enough hard disk space 


free. To check your computer’s free hard-disk 
space, type “CHKDSK” at the C: prompt. 

Mouse drivers can cause odd memory errors 
when you try to load a game. If the game 
doesn’t require a mouse, disable the driver by 
removing the appropriate line from your CON- 
FIG.SYS file; to do this, type “rem” at the 
beginning of the line rather than deleting the 
entire line from the file. If you need a mouse for 
the game, check with the mouse manufacturer 
for a driver update that will fix the problem. 

If you’re running a software title on your PC 
that comes on a hybrid CD-ROM disc (the 
same disc plays on a Mac) you may experience 
color problems, especially if the disc adds 
QuickTime for Windows to your system. Try 
setting your video card to a color depth of 
65,000 colors. You should be able to ignore the 
error message that comes up, and the title’s 
video files should appear correctly colored. 

If the game comes on floppies, the prob- 
lem could have something to do with the 
physical disks themselves. Try making copies 
of the originals and then installing the game 
from the copies. 

If a game worked in the past but has sudden- 
ly started acting up or not running at all, con- 
sider what elements have changed since the last 
time it worked. That’s a good place to start 
looking for a problem. 

If you use disk-compression software, such as 


How to Ma Ke a Boot Disk ROM driver into high memory. The /D: entry should match the one 


This generic boot disk should work well for most titles, although you 4. Save the AUTOEXEC.BAT filé and then edit the CONFIGSYS file to 
many need to change the entries for others. Note that your own files contain only the following: 
may differ slightly, depending upon your hardware and software. DEVICE=C:\DOS\HIMEM.SYS (Loads the driver that manages upper 
1. Insert a blank diskette into drive A and type: “FORMAT A: /S”. When memory) © 
your computer asks for the volume label, press Enter. This formats DEVICE=C:\DOS\EMM386.EXE NOEMS (Loads and manages the 
the disk—the “/S" adds the special data tracks necessary to start up computer's use of expanded memory. This command may vary if 


the cornputer. 


2. Copy the AUTOEXEC.BAT and CONFIG.SYS files from your hard ending may not be necessary for some recent versions of certain 
drive to the boot disk. At the C: prompt, type: “Copy AUTOEXEC.BAT newer games.) * 


A> Do the same for the CONFIGSYS file. 


3. Edit the files you've copied to the diskette: Switch to the A: prompt ROM driver in high memory. It will contain the entry “/D:MSCD001”" 
and type “Edit AUTOEXEC.BAT.” Eliminate all but the following lines: or a similar entry that matches the one in the AUTOEXEC.BAT file.) 
PROMPT $P$G (Sets your prompt to indicate the drive and subdirec- DOS=HIGH,UMB (Loads some of the basic DOS files into upper 


tory you're in.) 


SET BLASTER=A220 I5 D1 T3 (Sound Blaster settings or those that BUFFERS=40,0 (Sets the amount of buffer space the system will 


control your sound card.) * 


SET PATH=C:\DOS;CA\ (Tells the computer where to look for key FILES=40 (Sets the number of files your system can have open at 


files.) 


LH C:\MOUSE\MOUSE.EXE (Loads the mouse driver into upper DEVICEHIGH=C:\DOS\DBLSPACESYS /MOVE (You'll need this line 


memory.) * 


LH C:\DOS\MSCDEX.EXE /D:MSCD001 /M:20 /V (Loads the CD- 


Tech-Support Tins 


6.0's BaableSpace, If you’re calling for i Supnot do yourself—and the technician— 
a favor. Be ready with the following stuff. And if you’re having trouble 
getting through, try calling during off hours, usually between 8 p.m. 
and 5 a.m., if the company offers 24-hour support. 


try installing the 
game to an uncom- 
pressed partition of 


“7 1. Paper and a writing utensil 
your hard disk. If 
2. The model of your computer or peripherals (as appropriate) 


your hard drive is : 
3. The equipment and software serial numbers 


4. The version of DOS you’re running, the version of the game or 
multimedia title you’re having trouble with, and how much con- 
ventional, extended, and expanded memory your system has 

5. The exact error message you got (if you got one) 

6. A printout of your computer's AUTOEXEC.BAT and 
CONFIG.SYS files 

7. A book to read while you're waiting on hold 

And don’t forget to get the name (and direct phone number, if 

available) of the technician who helps you. Just in case... 


compressed with 
DoubleSpace, then 
you must double the 
amount of hard-drive 
space needed during 
installation, because 
not every file will 
compress. 

If a game or title 
is running slowly, 
make sure that your 
CONFIG.SYS or AUTOEXEC.BAT files are _ the following line is in your AUTOEXEC.BAT 
loading SMARTDRV.SYS (for MS-DOS ver- file: C:\DOS\SMARTDRV.EXE /X /E. The 
sions 4.0 and 5.0) or SMARTDRV.EXE (for SMARTDRIVE statements should follow the [ 
MS-DOS 6.0 and higher), a disk- MSCDEX line in your AUTOEX- i 
cache program that helps your EC.BAT file. 

MS-DOS 6.0’s SMARTDRV.EXE [| 


can cause problems, too. If your 


computer to better manage the 
ebb and flow of data by holding 
incoming information until the 
CPU is ready for it. may need to disable CD-caching by | 
For DOS 4.0 or 5.0, your CON- =< : adding a “/U” to the end of the 
FIG.SYS file should include the fol- file’s SMARTDRIVE statement. 
lowing line: DEVICEHIGH=C:\DOS\SMART- And some games suggest you remove SMART- 
DRV.SYS. For DOS 6.0 or higher, make sure © DRIVE completely. Check your manual. (= 


game’s video appears jerky, you ] 


in your CONFIG SYS.) * 


= 


you're using a different expanded memory driver. Also, the NOEMS 


DEVICEHIGH={your CD-ROM driver] (Loads and places your CD- 


memory to free up more conventional memory.) 
use.) 
any one time.) 


only if you're using DoubleSpace disk compression.) 


*These lines are examples and will vary depending upon your equipment. 


ELECTRONIC ENTERTAINMENT + February 1995 5SQO 


‘ellent graphics and great animation 
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CAVE 


IND BREAKING 


Crush the CRUSHER with a 
turbo head smash! 


ONAN OI 
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MENT SYSTEM 
. MIRAGE TECHNOLOGIES™ and RISE OF THE ROBOTS™ 


System and the official seals are registered trademarks of Ninte 


TAIN 


ION, RISE OF THE ROBOTS™ oho MIRAGE TECHNOLOGIES (MULTIMEDIA) LI 
es (Multimedia) Ltd. and used with permission. ALL RIGHTS RESERVED. Nin 
merica Inc. Acclaim is a registered trademark of Acclaim Entertainment, Inc. © 1 
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ILLUSTRATION BY JACQUES COURNOYER 


LORY 


Modern simulations bring 

DESPITE WHAT HOLLYWOOD to grow, and who you 
may have you believe, the th Midd] e Ages to life, want to trade with—not 
European Middle Ages , just on who you attack. 
weren't all romance and chivalry. You'll quickly gain a new appreci- 
What films don’t show are the war, ation for the trials of living in a 
famine, disease, superstition, and low-tech era. 

greed of the times. That’s not to 
say the Middle Ages were all 


bad, though—at least they 
inspired some great com- 


Castle fanciers will be 
drawn to Castles II and 
Lords of the Realm, 
which let you design and 

build your own fortresses to 
help keep out the drafts—and 
the army next door. These two 


puter games. 

The magical environment of 
your personal computer brings 
the history of this period to life 
while also providing a great 


games also feature more intel- 
lectual interaction between 
gaming experience. Castles II, players, such as diplomacy 
Lords of the Realm, and 
Ultimate Domain each deliver 
great fun amidst the persecu- 
tion, pestilence, and pageantry 
of the Middle Ages. 


What these games have in 


and trade—at least compared 
to the more typical “ignore 
them or beat on them until 
they submit” ethic of Ultimate 
Domain. 

So sharpen your lance, 


M ai Ai ul 


shine your armor, and prepare 
to sally forth in search of 


common is, of course, war 
action complemented by 
medieval visuals. Don’t worry medieval myth and legend. 
if you aren’t a war-game fan, = : And just as nobility of old pre- 
though. All three also place a ’ eee” OE epee a | tended to hear tales from the 
heavy emphasis on resource Tale | best bards and troubadours, 
allocation, forcing you to we'll guide you to medieval 


make important decisions on worlds from the finest game 


what to build, how much food By BaRRY BREN ESAL designers and programmers. 
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CASTLES Ul 
The era of European castle-building really 
didn’t begin until the Middle Ages was draw- 
ing to a close in the 14th century—half a mil- 
lennium after the demise of King Arthur. But 
castles have intrigued people ever since, 
including designers and game players. 

Interplay’s Castles II moves these medieval 
split-levels off to one side of the story, but they 
still occupy an important role in the game. As 
the Castles II story goes, the late King of 
Bretagne has died without an heir, and you 
are one of five pretenders to the throne. 
Conquest plays its part, but you must also 
manage resources, spies, and diplomacy to 
gain the confidence of your neighbors and 
the blessings of the Pope. There’s no second 
place: If you don’t become the next King, 
you end up a stepping-stone on someone 
else’s climb to the throne. 

The road to success depends on which 
game persona you assume. (You play as one 
while the computer controls the other four.) 
Each of the five royal wannabes comes with 
his own set of relationships, strengths, and 
weaknesses. Charles of Valois, for instance, 
is a great general but also a tempestuous, 


fUNIFORMIDESIGN 
MOAT 1 LERUE 


Build fortresses and arrogant nobleman 


fight battles from this" who offend: nearly 
attractive screen in ee 
Castles Il. everybody. 


Castles II fea- 
tures a complete story line for each charac- 
ter. You may suddenly be asked to negotiate 
a dispute between a bishop and a lord. And 
how do you deal with a troop of wandering 
players who satirize you mercilessly? Every 
decision you make affects the way you are 
viewed by powerful parties both within 
your land and without. 

The resource-management segment of the 
game is important but not overly complex. 
There are only four kinds of resources to 
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gather, but they determine what you can and 
can’t do. Don’t bother invading your neigh- 
bor to the north, for instance, if that province 
produces only wood while you need food; a 
trade caravan would be a better bet. And if 
an emissary arrives from one of your oppo- 
nents, be aware that they’ll probably ask for 
a large sum of money before they'll improve 
relations. Refuse them once, and they'll lower 
their price. Refuse twice, and they'll leave. 

Castles II hasn’t forgotten its roots in 
moats and drawbridges. You can design a 
fortress or select from a variety of historical 
models. When completed, a castle offers pro- 
tection against invasion and pacifies the local 
populace. If you build a castle in a province 
surrounded by other lands you control, even 
the adjoining provinces will benefit from its 
feeling of security. 

Castles will prevent rebellion, too—at 
least until an enemy sends in 
spies to dis- 


it the 
a map of Bre ange: rule? 
kingdom BS at 

rupt things. And 
keep in mind that a castle is 
much easier to attack than 
defend. (A good strategy is 
to continually attack and 
fall back until the inside 
forces weaken.) But dealing 
with spies, sabotage, and 
war is all in a medieval day’s work in the 
tumultuous kingdom of Bretagne. 

Castles II is for players who really relish a 
story line. You get to actually play the part of 
ruler, making decisions that will thrill, annoy, 
and horrify different forces in the kingdom. 
You can turn this feature off, but that would 
remove the most distinctive element in the 
game. (Interplay; 800-969-4263; DOS, 
$19.95; DOS CD, $49.95; Mac, $39.95) 


LOROS OF 
TDE REALM 


Just about every medieval simulator mixes 
conquest and resource allocation, but Lords of 


the Realm man- 
ages to conjure up 
the flavor of the 
real European 
Middle Ages as 
well. It’s a little 
less generalized 
and more repre- 
sentative of the 
period’s actual 
conditions. 

The driving 
economic force 
within each of the 
game’s counties, 
for instance, 1s 


Track your friends and 
foes on Lords of the 
Realm’s overhead map. 


agriculture. Poor harvests over two or three 


years can make the difference between prosper- 
ity and starvation, unrest, and mass exodus. 
The details may be new, but the plot is 
familiar. Six claimants have their eyes on 
the throne of Britain. Each attempts to 
secure it by economic dominance, 
clever diplomacy, and, of course, war. 
You must wrest victory from your 
adversaries by proving yourself a bet- 
ter ruler in each of these arenas. 
You can play alone, with the 
computer assuming the other roles. 
Each computer-driven opponent 
possesses a generalized personality. 
The Knight, for example, is conceited and 
aggressive, while the Bishop consolidates 
his gains slowly. For a more unpredictable 
game, challenge up to five human oppo- 
nents (who share the keyboard or join in 
via modem). 
You divide your populace among nine 
professions. Four are concerned with agricul- 


ture; the rest involve mining, forestry, black- = 


smithing, and the like. During each season 


you must take into account sudden changes — 
in climate, morale;and population that Can’ ~o 


affect your long-range plans: For instance, . 
you may need to cut back on calving, 
to have enough manpower to tend-the fields. ~ 

Lords of the Realm’s battle scenes are not 
as attractive visually as those in Castles II, but 
they are more realistic. Marshal several kinds 
of troops into formation, including hired mer- 
cenaries. Attack towns. to drain your enemy’s 
precious resources. Lay siege to castles to 
starve your opponents into submission— 
assuming they haven’t built so well that the 
castle houses sufficient private stocks. - 

You can’t neglect diplomacy in Lords of 
the Realm, either. Once a season, you can 


= 


Be pee 


goods and j 


send a message to 
another player, 
offering alliance, 
threats, jeers, or flattery. The recipient’s 
response will differ depending upon your 
approach, the relative strength of your 
respective positions, and how close together 
your lands lie. Trade is important, too, par- 
ticularly after you’ve started turning a profit. 
Traveling merchants will pass by with useful 
gossip and reasonably priced goods. 

Lords of the Realm’s game balance is 
excellent, and you can select from several lev- 
els of economic and warfare difficulty. The 
256-color graphics range from very impres- 
sive (portraits) to dull (national terrain). 

Modem play, randomly generated oppo- 
nents, and detailed resource allocation 
make Lords of the Realm a standardbearer, 
but you'll need to be a dedicated micro- 
manager to enjoy it. And if you think it’s 
tough at the beginning of the game, just 
wait until you’ve got five or six 
provinces under your control. 

More than most games, Lords of the 
Realm keeps calling you back—if only to 
get another shot at pricking the ego of 
that obnoxious Knight. (Impressions 
Software; 617-225-0500; DOS; $69.95) 


ULTIMATE 
OOMAIN 
Ultimate Domain from Mindscape is sort of 
a medieval version of Plymouth Plantation 
or Colonial Williamsburg. Like those tourist 
attractions, it wears its period flavor more as 
a costume than a way of life. Still, if the cos- 


nformation, 


Critical both for 


Watch out: Ballooning 
bombardiers can leave 
a land scorched. 


tume fits and looks great, why not wear it? 

And far-off Genesia, the setting for this 
game, will catch your eye immediately. 
Genesia’s landscape is filled with minia- 
ture 3-D mountains, lakes, valleys, and 
forests. It’s here, in humble wooden cot- 
tages, that your colony begins. 

Your goal is to locate and grab seven lost 
crystals, randomly distributed across the 64 
major sectors of Genesia. To do so, howev- 

er, you'll first have to build a thriving, 
j _ self-sufficient economy and destroy 

Or outrun a pair of human or com- 

puter-driven competitors. 

You work in real time in Ultimate 
Domain, so swift decisions are vital 
to keep opponents from gaining the 
upper hand. Strategy is significant, 

too, but not as much as in Castles II or 

Lords of the Realm. Instead, you have 
to think and move quickly to set 
options across multiple counties. 

You can direct your four initial settlers 
to construct buildings, farm fields, chop 
trees, and saw wood. Build extra houses early 
on to attract more settlers. And don’t let those 
newcomers have a 
moment’s rest: Turn 
all your. citizens into 
inventors and black- 
smiths at the end of 
autumn so they’ll 
work hard through 
the winter. The 
drills they can pro- 
duce will give you 
access to more raw 
materials. Try 
“glass” then “lens,” 
and you'll ultimately 
get a shot at invent- 


ing a microscope— 

great for creating 
vaccines against 
diseases that attack your colonists. 

After you’ve grown a bit, you can diver- 


sify—build a temple so you can make 
donations and raise your province’s 
morale, for instance. Build a barracks so 
you can create armies, enforce higher taxes, 
and occupy other provinces. Don’t forget 
that you can win without collecting all the 
crystals, too. Concentrate on “aggressive” 
inventions to give you the military might to 
simply eliminate the competition. 

There are imaginative touches throughout 
Genesia’s high-res world. The Sciences and 
Arts each have their own invention charts, 
which look like works in progress on an engi- 
neer’s drafting board. Building interiors are 
attractive—the warehouse’s iron ingots, stone 
blocks, and storage bins show the state of 
your resources at a glance. 

The new CD-ROM version of Ultimate 
Domain doesn’t enhance the original 
floppybased product much, but it does fix 
some design flaws. The Beginning Level, for 
instance, no longer gives your computerized 
opponents three times the supplies you get. 
And you don’t have to click on your short, 
sometimes-hidden colony flag to reassign 
settler professions any more. Now you sim- 


HAVE MEREYY’ 
WE ARE avING 
HUNGER 


go SO ee 


Treat your settlers 
badly in Ultimate 
Domain and they'll 
soon let you know 
about it. 


ply click on a desk 
icon at the edge of 
the isometric land- 
scape to achieve the 
same results. 

These improvements—on top of the 
already excellent game—make Ultimate 
Domain a visually attractive, eminently 
playable (if a bit fluffy) medieval sim. For 
anyone who loves resource-management 
simulations, it’s the stuff that legends—and 
long nights at the computer—are made of. 
(Mindscape; 800-234-3088; DOS/DOS 
CD, $59.95) \= 
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Scouting Report 
Gaming News You Can Use 


Rocket Science has its own online locale on the 
Internet. Log on at www.rocketsci.com to scan 
Rocket Space for executive bios, a catalog of 
Rocket Science gear—shirts, glasses, and hats— 
screen shots, video clips featuring Cadillacs 
and Dinosaurs and Loadstar, and descriptions 
of the company’s upcoming games Obsidian, 
Rocket Boy, and Flying Aces. 
® 

HyperBole Studios has released the monster 
sequel to Quantum Gate, ‘he Vortex. It ships 
on three Windows CD-ROMs and features 
more than six hours of video, 30 actors, and 
an original soundtrack by ubiquitous world- 
beat band D’Cuckoo. As Drew Griffin, a young 
soldier fighting on a distant planet, you 
decide the fate of two worlds. Hyperbole 
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Gates the Gamer 


© Windows games—what a joke, right? 
Not if Microsoft has its way. Seems that 
chieftain Bill Gates wants to rule entertain- 
ment software as ruthlessly as he controls 
operating systems and applications. 

His Microsoft Home division now 
employs more than 600 
people, bigger than all 
but the largest comput- 
er entertainment com- 
panies. The unit plans 
to have a slew of titles 
available by mid-year, 

including new sports 
games, simulations, 
action/arcade games, 
and strategy/adven- 
ture titles—some 
original and some 
that are ports to 

Windows. 

In addition to 
the new titles, all those bodies are also 
busy creating new tools for game and multi- 
media development. Microsoft is working on 
a real-time graphic open GL (or graphics 
library), a series of subroutines that help cre- 
ate true three-dimensional animation. 


claims the game has hundreds of pathways 
and dozens of possible endings. 

ice & Fire, from Zombie Virtual Reality 
Entertainment and Animatech International 
will be available in September 1995 on DOS 
CD-ROM. You receive a distress signal that 
has traveled 500 years from a distant research 
asteroid called IF-1—nicknamed Ice and Fire 
for its proximity to a pulsar. IF-1’s inhabitants 
have put themselves and hordes of attacking 
aliens on ice to save their base from genocide. 
It's your job to take command of the station 
and clean up the situation. 

ee A 

If you’re looking for multiplayer action online, 
find a local bulletin board that supports Sirius 
Software’s network software Game Con- 
seaction. The program lets game players go 
head-to-head via their local BBS. According to 


Microsoft is also scrambling to create a 
Digital Prop House of high-resolution 3-D 
objects and art. The company is expected 
to have about 1,000 objects finished by 
the end of 1994. And that’s not all: 
Microsoft is also creating a motion-cap- 
ture library of generic movements, from 
people to animals. The company is 
already contacting zoos, for example, to 
capture tigers and other exotic creatures. 
These motion files could be attached to 
human figures, the company says, to make 
people move like tigers. 

Finally, Microsoft is working on a multi- 
player Windows DLL (dynamic-link 
library), a separate block of code that can 
work with any Windows program. Called 
PlayerNet, this DLL will act as a common 
interface for all multiplayer games. The 
technology will incorporate a “smart 
browser” that will automatically find others 
playing the same game on a network or 
online service. The interface will also let you 
put your own face on the interface by send- 
ing photos to Qualex, a subsidiary of 
Kodak, to be made into an icon. PlayerNet 
will be available on games released in the 
first half of the year. — Fredric Paul 


Sirius, hundreds of major BBSs across the 
country are running Game Connection to enable 
4-player Doom and Doom Il, 8-player Spec 
treVR, 6-player Empire Deluxe, and 4-player 
Global Conquest 
es 
3DO fans will be pleased to know that 
LucasArts has released tebe! Assault for 
their set-top system. As Rookie One, you learn 
the ropes in Beggar’s Canyon, navigate 
through 15 different Star Wars levels, and then 
save the Galaxy by destroying the Death Star. 
GametTek also adds iiaraniine and Family 
~eud to the 3D0 catalog. 
a 

Delphi Internet has added four Kesmai multi- 
player games—Hiarpoon, Stellar Emperor, 
island of Kesmai, and Air Warrior-—to the 
service. As an added bonus, all four are avail- 
able at access speeds of 9,600 kbps for about 


A Hole in the Head 


Pull on your black jeans and jack into the 
net: William Gibson’s cyberpunk short story 
“Johnny Mnemonic” is about to become a 
Tri-Star movie—and a Sony ImageSoft game 
of the same name. 

Taken from Gibson’s classic Burning 
Chrome collection, Johnny has a data pack- 
age in his head, and he’s got to remove 
it to survive. But the data is important, so 
Johnny—played by Christopher Gartin in the 
game and Keanu Reeves in the movie—can’t 
Simply get rid of the information. That places 
Johnny, and you, in a moral quandary: Dump 


the data first chance you get, or risk death by 
looking for a safe receptacle? 

The CD-ROM-based game uses all original 
footage. There are no decision points that 
pause the game, commands, or icons. When 
the action switches to letterbox mode, you get 
a “window of opportunity.” At this point, you 
must click on various points on the screen at 
appropriate moments. For instance, click on 
the telephone to make a call. Don’t wait, 
though: The results change depending on 
when you make your decision. (The game’s 


half the cost of other online services. 

® 
If you liked the movie The Crow, you're in luck. 
Philips Media Games is producing a CD-ROM 
game for multiple platforms based on the gothic 
urban fantasy. It’s scheduled to ship mid-year. 

a 
Merit Software has changed its name to Merit 
Studios and has released a host of high-end 
multimedia games. Nerves of Steel, its newest 
release, is a Doom-style shooter. Your mission 
is to infiltrate the “lron Triangle,” the secret 
underground complex of Kim Dung Moon, and 
put a stop to his production of the earth-enslav- 
ing Dung pesticide. 

8 
Like its counterparts in the PC-gaming world, 
Sega of America has gone online. Sega has 
launched a CompuServe forum (type “Go Sega” 
to access) and a World Wide Web “Home Page” 


pt 


artificial intelligence is randomized to allow 
repeat play.) 

Due out simultaneously with the movie this 
spring, the game will deliver 30 to 40 hours of 
game play on one or two discs. Included will 
be an option to save games to floppy disk so 
you can pick up a game later or play back 
your solution on a friend’s machine. 

Initially, you'll find it for the PC, Macin- 
tosh, and Sega CD, but an MPEG version with 


full-screen, full-motion video (for machines 
equipped to run it) will be available soon 
after. (Sony ImageSoft; 310-449-2320; DOS 
CD/Mac CD/Sega CD; estimated price, $59.95) 
—Fredric Paul 
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(http://www.segaoa.com) that offer product 
information, audio clips/graphics from games, 
contests, and a place to meet other Sega fans 
and employees. Sega CEO/president Tom 
Kalinske made a CompuServe appearance at 
the forum’s November debut; other recent high- 
lights included a chance to chat with VP of prod- 
uct development Joe Miller and the develop- 
ment team that brought Doom to the 32X. 


SECRETS & HINTS 


Here are some secrets and hints for Origin’s 
System Shock, the thinking man's Doom. 


1. Turn on any hardware items in your inventory 
that require power to operate, such as your 
shield and lantem. 

2. Click the Version 2 turbo boosters’ icon on 
and off. 

3. All the hardware items you selected now 

have unlimited power. 


ZES3 >> 


Peek around corners to find your foes and 
protect yourself from gunfire. 


1. Drop a first-aid kit on the ground. 

2. Pick up the logic probe from your inventory 
and double-click on the first-aid kit with the 
probe cursor. 

3. Instant recharge: Unlimited health is yours. 


Use corners and solid objects to your advan- 
tage. Lean around them to fire at creatures and 
protect yourself from gunfire and explosions. 


Using your lantern depletes your stealth per- 
centage. The infrared goggles make you much 
more sneaky. 


In the northwest corner of level nine, there is a 
secret armory. 
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Kyrandia Book Three: 
Malcolm’s Revenge 


By Rick Raymo 


Brandon 
didn’t count on 
Maicolm heing 

released from 
his statue by a 
thunderstorm. 


Trade with Herman to 
get the four batches of 
seeds you need. 


y © Watch out for 

_ the killer squirrel. 
You can get out 
_ of the first chapter 
by juggling, get- 
ting arrested, 

and escaping four times—or by 
spending some time in the sew- 
ers. © Get rides on the Isle of 
Cats by setting your Moodometer 
to Nice and clicking on the dog 
You'll need to 


in the cart. 
trade with the blind fish at the 
dump to get past the Fish Queen. 
Save the game at the Cross- 
roads before choosing between 
Stuart, Gunter, and Neutral so 
you can play the other ending 


later. ® For fun, bother the 
mime. ® Don’t sully Malcolm’s 
reputation by letting anyone see 
him making cheese. 


Reng is a dish best served cold, and 
in Malcolm’s case it’s definitely stone cold. 


When we last saw Malcolm—the evil court 


jester in the Legend of Kyrandia series—he 


ia 
¥ 


4 is 


had been turned into a statue and left in the 
dump behind the castle as a receptacle for 
bird droppings. In Westwood Studios’ 
Kyrandia Book Three: Malcolm’s Revenge, 
he’s been released from his stony prison by 
a stray bolt of lightning. Now it’s time to hear 


his side of the story. 


I mean, how would you like it? The whole 
darned country thinks you’re the biggest creep 
since—well, OK, since the word creep was coined 
in your honor. You’ve been listening to the inces- 
sant bickering of your good and bad consciences 
(Stuart and Gunter) all of your life—and mostly 
following Gunter’s less-than-wholesome advice. 
Your jester’s hat is absolutely covered in pigeon 
doo-doo. You were accused of murdering the King 
and Queen...Hey, that’s it! All you have to do to 
get your revenge on Brandon, Kallak, and the rest 
of the Kyrandia crew is show that you were falsely 
accused of the regicide, solve the crime, and get 
vindication at last. 

Playing as Malcolm gives you three basic paths 
through the game: You can choose to be evil, neu- 
tral, or—perish the thought—good. Following 
the dubious advice of your consciences, you 
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Gee, you 
gotta love 
those 
Pegasus 
potions. 


sh World 


Even Maicolm can have fun. 
Water slide, anyone? 


muddle your way 
through’more than 
80 scenes, deal with strange magic, do time in the 
big house, become a revolutionary, play on water 
slides, learn to prepare a fish cream sandwich, and 
(gasp) even see Elvis. 

This third installment in the Fables and Fiends 
Fantasy/Adventure series makes major technical 
strides while managing to hang on to the features 
that made the first two games so popular. 
Graphically, the style hasn’t changed enormously: 
Anyone who has played Malcolm’s predecessors 
will recognize the landscape. What has changed is 
that a fair chunk of the cinematic transitions (and 
even a little of the game) have been rendered in 
spectacular 3-D. You get the same comfortable 
point-and-click interface that lets you easily control 
characters with on-screen button presses. The 
interface is now called “No Click” because you 
have the whole screen open for action and just 
need to drag your cursor to the foot of the screen 
to bring up the control panel. You'll enjoy the 
same fun and funny interaction between charac- 
ters, this time with a new twist called Malcolm’s 
Moodometer. This lets you control the jester’s atti- 
tude toward other characters by moving a pointer 
to Nice, Normal, or Lying. (Part of your task is to 
figure out which is more effective, and when.) 


At the Crossroads, you'll need to choose between 
Stuart (the good conscience), Gunter (the bad 
conscience), or Neutral. 


Then there’s the new Supersound. Because this 
game ships on a CD-ROM, Westwood put all the 
music in audio CD format, which gives you the 
best possible quality. The company also managed 
to seamlessly weave in the voices and sound 
effects. All of the dialog is available as well-spo- 
ken voices, but the programmers have left in a 
playful feature that lets you add helium to the 
speech, which makes the characters sound like 
Chipmunks on parade. 


Impressive 3-D intermissions add glitz to the 
game’s graphics. 


While the developers made light of the voice 
track, the puzzles are heavy-duty. The folks at 
Westwood are advertising Malcolm’s Revenge as 
having “harder puzzles,” and they mean it. 
Multiple paths mean more brain twisters, and some 
of them are downright devious. In the second chap- 
ter on the Isle of Cats, for instance, you get a mas- 
sive twisty jungle map to maneuver through. 
Armed with a machete, you kill snakes and 
chop plants in search of bones for the canine 
at the Dogfort (who gives you six 
gems if you drop the skeletal snacks 
in the right places). Once you get the 
gems, you must convince Fluffy, the 
revolutionary, that you agree with him, 


Gee, the whole crowd 
seems to be crammed in 
the Fish Cream Parlour. 


The Lobby at the gates of Hell 
may be different than your 
expectations. 


figure out what to do with the leather 
mouse to turn it into crystal, and then 
puzzle out how the crystal rodent is 
going to get you off the island—all the 
while tortured by an infestation of fleas 
that eventually kills you if you don’t take 
constant mud baths or pick them off 


Zanthia, Brandon, Kallak, 
and Malcolm together 
again—in the slammer. 


one-by-one. Other puzzles have you using float toys 
and umbrellas at the Ends of the Earth, playing 
(and losing) tic-tac-toe with an annoying Fish 
Queen, conducting séances, dealing with back- 
stabbing pirates, and feeding herds of milk cows. 

As for complaints, I have only a few. One of 
them is the laugh track. You can turn it off, but 
who needs it at all? The canned laughter kicks in at 
the strangest times. Laugh tracks are bad enough 
on sitcoms, and they simply don’t belong in com- 
puter games. Another quibble is 
the puzzle that involves the Pawn 


Kyrandia Book Three: 
Malicolm’s Revenge 
Virgin Interactive Entertainment 
800-874-4607 


Shop. This one has you wander- 
ing in and out for about 40 min- 
utes trying to get the owner to 
mention the proper items you 
Platform: DOS CD 

Requires: 386/20, 4MB RAM, MS-DOS 


5.0, VGA, MSCDEX 2.2, mouse 
Street Price: $45 


need to trade. Lastly, with three 
paths, there should have been 
three full endings, instead of just 


two—with a minor variation 
between good and neutral. 


In all, though, Malcolm’s GAME PLAY: 


Revenge is a terrific game with 
some tough but manage- GETTING STARTED: *K * * * 
GRAPHICS: 


SOUND CHECK: *« *«o*« + 
voice actors, and “ VALUE: 


The third in the Kyrandia series looks great and 
has depth (and three possible paths), high-quality 


able puzzles, fine 
graphics, an appealing 


soundtrack, good 


fun storyline. 


should leave you 


looking forward to the 


audio, and harder puzzles than ever. 


next in the series. 
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here’s a large, obtrusive presence skulking 
around the lands of Ishar, and no, it’s not Rush 
Limbaugh. It’s the evil spirit of a dead 
— mega-merchant who once used his drug- 
| smuggling network to try and take over 
the place. Now he seeks control of a 
huge dragon’s body—and only your 
brave band of adventurers can stop 
him. Such is the basic storyline of Ishar 
3, The Seven Gates of Infinity. 
Ishar’s plot winds its way not only 
through jungles, towns, castles, and 
forests, but also across time. There’s 


q no character interaction, just magical 
you 


y characters— 
some frie! 


some not. messengers and guides to keep you 


in step all the way. The results are plainly 
_ Stated quests and plenty of real-time fighting. 
That can work if it’s done well. Sometimes Ishar 


does it well, with attractive cities and landscapes. At 
,other times, though, the scenes are crudely drawn 


and colored. Poor sound and antiquated animation 
only make things worse. The two-dimensional 
attackers who hover in the streets—frozen silhou- 
ettes jerking forward one square at a time—are a 


Magic casters 
can get off a lot of 
spells—50 or 
more—before get- 
ting tired. They 
— won’t recover until 
|| they get a good sleep, however, 

| so pace yourself. © Leave one or 
two open spaces in your party to 
| | fill when you visit the first inn. 

_. (There are more than a dozen inns 
“| in the starter city.) ® Adventurers 
| of differing moral codes will 
refuse to heal or aid one another. 
Try to collect a party that shares 
a single value system. 

Don’t bother buy- 
ing the necessary 
lime-blossom tea. 
There are several 
bottles lying around 
the streets, and it 
will even show up 
. | on the fighters who 
», | attack you. 


throwback to a long-past period of gaming. 
Ishar’s monsters are less daunting, in fact, than 


~ its interface. The game squeezes more than two 
~ dozen controls and several dialog boxes onto a 
single screen. Unfortunately, all that complexity 

adds nothing to the game; it’s the result of poor 
design, not originality. For example, the five-by- 
«five grid that lets you define combat positions for 


your five adventurers in 


advance of 
battle would 
have been a 


good idea if 


the game used 
3-D 
combat. But it 
doesn’t: All 
attacks occur in 


tactical 
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of your party. Ishar’s grid box does nothing more 
than look impressive and take up space. 

Worse, the game is crawling with bugs. If you 
pick up an object after a battle and place it in a 
character’s knapsack, it may simply vanish. The 
documentation is no better, being long on discus- 
sion of past games in the European Bard’s Tale 
series but missing vital information on the current 
release. There’s no explanation, for instance, of the 
significance attached to the professions, stats, and 
races you must assign to new characters. 

The game booklet even contradicts itself con- 
cerning character creation. It states at one point 
that you can create all five characters for your first 
party in advance and then claims elsewhere that 
you can pregenerate only a single character before 
visiting the first inn (which is indeed the case). 

If you’re still high on the older Bard’s Tale 
games, Ishar is worth investigating: There’s a lot of 
action, some good artwork, and some treasonous 
infighting among your party. Four years ago, this 
game would have been top-of-the-line. However, 
Ishar 1s primitive stuff by today’s standards. 


ishar 3, The Seven 
Gates of Infinity 


ReadySoft 
905-475-4801 


Platform: DOS, DOS CD, Mac, Mac CD 
Requires: 386, 4MB RAM, VGA, mouse, 
sound card 

List Price: $59.95 


GAME PLAY: 
GETTING STARTED: *« ~* 


GRAPHICS: 
SOUND CHECK: + 
VALUE: 


A dated hack-and-slash in the Bard’s Tale tradi- 
tion. For dungeon addicts only. 


RAok Farner 


By 
Christopher 
Lindquist 


f semer 


[ ALIXHIARY PANEL 


vA Ask about... 


f 


eB 


t’s here! It’s finally here! Under 
a Killing Moon has finally arrived! 

In case you’ve been living under a 
rock or have been spending your time 
fog =n ©.]. Simpson’s jury, Under a Killing 


Pi 
(yur ve% 


mrimeeeee §—\ oon is the latest interactive adventure 
trom Access Software. The four-disc 
amalgam of high-end 3-D graphics 
and live-action video has been in 
development for almost two years 
and cost more than $1 million to produce. 

Was it worth it? Well... 

There’s no denying that Under a Killing Moon 
sets a new standard for interactive cinema. The 
opening sequence has a classic movie-like feel that 
leaves you anxious for whatever is coming next. 
Characters have interesting personalities and are 
portrayed by talented, recognizable actors such as 
Brian Keith and Margot Kidder. Well-composed 
music helps set the stage. From the outset, you feel 
a desire to just sit down and watch the show. 

But Under a Killing Moon is also a game. This 
isn’t a passive “tell me what you want me to 
think” TV sitcom. You control the action, and 
your decisions can make the gumshoe star, Tex 
Murphy, a hero or a dead man. 

The game opens with a conversation between 
The Great P.I. in the Sky (the voice of James Earl 
Jones) and one of his underlings. It seems that an 
ancient and important object has resurfaced, and 
the ramifications could include the end of the 
world. While the Big Guy would rather use some- 
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Select a tapi Like all games 
of this type, save 
| often. The innova- 
tive save feature 
makes it easy to 
save multiple 
games and refer back to them 
when you hit a snag. ® Don’t 
forget to look up and down when 
exploring locations. Valuable 
clues may show up only when 
you’re standing directly above 
them. @ Pick up everything and 
examine everything you pick up. 
Several clues are contained 
inside objects and reveal them- 
selves only when you look more 
closely. ® Can’t find the birthday 


/ vex 


one else, Mur- 
phy is next on 
the list to take on 


fax? Maybe it’s cleverly dis- 
guised as a piece of the floor. 

There’s more than one use for 
a loincloth. 


the job. 
When we first 


meat Tex, he 
hardly fits the mold of a world-saving hero. The 
down-at-the-heels P.I. spends most of his time 
drinking and feeling sorry for himself. But it’s not 
too long before he gets word that the local pawn 
shop has been robbed, and with your guidance, 
Tex is soon caught in a web of intrigue that dates 
back thousands of years. 

You control Tex with a slick 3-D point-and- 
click interface that works in two modes. 
Movement mode lets you explore rooms and wan- 
der from location to location, looking up, down 
and all around as you go. Interactive mode lets you 
examine and manipulate objects, pick up clues, 
and talk with the various characters you 
encounter. Once you pick something up, you can 
examine it more closely or combine it with other 
items in your inventory to create traps and other 
useful gadgets. 

The fit and finish on Under a Killing Moon are 
exceptional. The 3-D rendered locations are 
attractive (especially if you have a high-end com- 
puter), and the details are exquisite—right down 
to the readable magazine covers and wall plaques. 
Tex’s conversations with other characters stay 
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fresh because you choose from three attitudes 
for his responses instead of simply reading 
text. And the characters you meet are the 
most engaging of any video-based game 
around. Some of the dialog and sight gags 
will even elicit genuine laughter, a feat few 
computer games can match. You'll actually 
find yourself wanting to stand around and 
talk with the other characters just so you can 
watch their reactions. 

But while this tension between watchability 
and playability is exciting at first, once the 
newness wears off, it may be replaced by frus- 
tration. Yes, Killing Moon pushes the enter- 
tainment envelope, but it also pushes current 
technology—to the limits and beyond. 

Under a Killing Moon may be the ultimate 
example of gobbleware. No, that doesn’t 
mean it’s a turkey; it means that the title will 
take all the computing horsepower you can 
throw at it and keep asking for more. Got a 
486DX? Killing Moon looks best on a 
Pentium. Got 4MB of RAM? Killing Moon 
would rather live in 8—or even 16. And guess 
what? That fancy 32-bit Windows accelerator 
card you picked up a while back? You'd bet- 
ter hope it has pretty good DOS performance, 
or you'll be spending a lot of time reading 
between the pixels. 

Under a Killing Moon’s sheer size can 
cause problems, too. After playing for a few 
hours, you may have a flashback to the old 
days of constantly swapping floppies in and 
out of the disk drive. Access claims that play- 
ers can finish the game with only a few paus- 
es to switch CD-ROMs. Maybe—if you 
know the exact sequence of moves. In the 
real world, you can expect to pull out one 
CD and stick in another at least a couple 
dozen times. The incessant disc-swapping 
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puts a serious drag on game play. And that’s 
not the only place things crawl: Even with a 
reasonably fast double-speed CD-ROM 
drive, 8MB of RAM, and a 486DX2/66, 
redraws of the various 3-D environments 
will often take as long as 30 seconds—and 
even longer on a lesser machine. 

Fortunately, the puzzles won’t slow you 
down too much. A careful inspection of each 
room will usually reveal most of its secrets. 
That’s fortunate, because running back and 
forth between areas of the game at best 
requires those lengthy screen redraws and at 
worst forces you to hunt for another disc. 

If you do get stuck, Under a Killing Moon 
offers an innovative context-sensitive hint fea- 
ture to help you out. Click on the hint button 
and select the puzzle you need help with. The 
game shows you a list of already-completed 
actions needed to solve the puzzle, followed 
by a covered-up clue. Click on the clue for a 
hint about what to do next. Access didn’t 
want to make the game too easy, so you must 
actually complete the task mentioned in the 
hint before you can get another one. You also 
lose some points each time you ask for help, 
so scoring freaks will want to avoid the hints 
feature or even turn it off completely at the 
configuration screen. 

So, should you run out and spend your 
cash to get this mother of all PC games? Yes, 
but only if you have the hardware horsepow- 
er to really make it shine. Pentium and high- 
end 486 owners will love Under a Killing 
Moon, both as a game and as a great ego 
boost when they show it off to friends and 
neighbors. But if you’re stuck with a 386 or a 
low-end 486, beware. The future of interac- 
tive entertainment is here, but outdated hard- 
ware won’t let you play. 


Under a Killing Moon 
Access Software 
800-793-0073 


Platform: DOS CD 

Requires: 386/25, 4MB RAM, Super 
VGA, sound card 

List Price: $99.95 

Street Price: $50-S65 


GAME PLAY: 
GETTING STARTED: +« *« + 
GRAPHICS: 


SOUND CHECK: KK OK + 


VALUE: 


Under a Killing Moon breaks the mold for adven- 
ture games. If you’ve got the computer power, it’s 


a winner. If you don’t, you’ll never know what 
you’re missing. 
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Your quest involves unopen doors... 


a. After talking to 
the elderly gent, 


look inside the 
unhitched wagon 
for a sword. You'll 
need it when you 


go to find the bowl. ® Never 

| leave a weapon at the ready 
when you’re attempting to talk to 
someone. They’ll treat such 
action as a threat. © Objects can 
be difficult to see, so look at 
everything from all angles. 

Chen Lai and other Dragon 
Lords can tell you how your 
force/mercy rating stands. Try 
to keep it balanced. 
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By Barry Brenesal WN... mind the Marines: What the world 


: > Yoiir father is 4 _ rout you can 
avenge him. 


needs is a few good dragons—or so it appears in 
Mindscape’s new graphical adventure, Dragon 
Lore. These mighty creatures are highly intelli- 
gent, fearsome in battle, and bond for life with 
select members of this medieval fantasy world’s 
various sentient species. All species, that is, save 
one—the cannibalistic, unstoppable Ores. 
Under threat from these innumerable monsters, 
the remaining members of the other species have 


provide an exceptionally detailed, 
imaginatively generated environment 
of rocky paths, squat castles, strange» 
creatures, and weird, towering dol- 
mens to explore. 
aytraced graphics do have one limitation, 
however: They cannot convey body or facial 
language. Up close, Dragon Lore’s humans 
and animals look like automatons. Despite its 
high-end graphics and slow CD-ROM access 
times, Dragon Lore jumps swiftly from image 
to image—if you accept the maximum config- 
uration that transfers 32MB of files to your 
hard drive. Even then, the game requires a 
double-speed CD-ROM drive. | 

Still, that’s not a major concern in this 


groundbreaking release. The awful sound ts, 
however. The vocal performances are appalling 


..and mysterious obelisks... 


retreated into a magically shielded valley. 

You play Werner von Wallenrod, son of a 
DragonLord (one of the privileged few who are 
able to bond with a dragon and ride it into bat- 
tle) who was killed years ago under mysterious 


: circumstances...well, not too mysterious. In 


fact, the plot and characters of this graphical 
adventure are so pre lictable that vou'll know 
‘| killed Werner's father before you finish 


reading the documentation. Of course, it'll take 


the game's s characters a lot longer to figure it 
out, even with your help. 

You can throw/together some nice magical 
spells or use weapons to aid you in your quest, 


but first-person battles should be avoided 


whenever possible in favor of puzzle-solving. 
That's because part of your quest involves 
becoming a Dragonlord, and you can achieve 
this goal only if a majority of the current 
DragonLords formally invest you with the title. 
Several of the other Lords frown upon brute 
force as an answer to the world’s problems. So 
you can smash things up repeatedly and live to 
tell the tale, but you won't win the game. 

While Dragon Lore’s puzzle/adventure game 
play is acceptable, it’s the game's visuals that 
truly shine. These 256-color raytraced graphics 


* ELECTRONIC ENTERTAINMENT 


..and sometimes you'll have to fight. 


and seem to have been recorded in a small closet. 

As a result, Dragon Lore becomes one of 
those average games that has a saving grace—in 
this case, spectacular visuals that are an exciting 
and resourceful application of cutting-edge tech- 
nology. So if vou like graphics adventures of a 
heroic cast, with a strong emphasis on looks, 
Dragon Lore will blow you away. 


Mindscape 
800-234-3088 


Platform: DOS CD 


Requires: 486, 2MB RAM, VGA, mouse 
List Price: $89.95 


GAME PLAY: 
GETTING STARTED: *«* *« *« + 


SOUND CHECK: =~ 
VALUE: 


Stunning graphics raise this average adventure to 
must-have status. 
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t first, the fly-by hardly seems worthy of 
comment. Just two ships passing in the night: A 
giant spacecraft bound for Saturn and an aimless 
asteroid bound for nowhere. 

But things are anything but what they seem. 
When we see the great rock again, its pitted surface 
has smoothed out subtly, and a third look finds it 
coming horrifyingly to life—a great gray globe that 
flings a stony tentacle after the ship 
and begins dismantling it explosively. 

This opening for Creature Shock is 
as good as game intros get—for 
smoothness, for nuance, for cinemat- 
ics, for pure, suspenseful art. But what 
of it? Demos are easy, and CD-ROM 
games are often justly derided for sup- 
plying noninteractive high-end anima- 
tions and full-motion video glitz in 
lieu of interactivity. Sometimes, 
though, in righteous lack-of-game- 
play indignation, we tend to forget 
just how much fun good glitz can be. 
If it sets the stage for worthy, interac- 
tive things to come, the glitz has done 
its job. And if it actually is the interac- 
tive portion, we’ve found computer- 
gaming nirvana. 

Judging from an early version of 
Virgin’s Creature Shock—a gigabyte 
of data spread across two CD- 
ROMs—we may be in store for 


‘She's beautiful, 
but she may not 
be on your side. 


something truly terrific. This vivid action-adven- 
ture developed by Argonaut Software not only 
sets the stage beautifully with high technology, 
but also successfully integrates spectacular graph- 
ics with engrossing game play. Combining sever- 
al types of action games into a series of separate 
missions—each one set up with a glorious fully- 
rendered intro—Creature Shock promises the 
best of both worlds. 

The smooth, scripted movement in the 3-D 
parts has more in common with games like The 
7th Guest than Doom: You choose your destina- 
tion, then let the beautifully rendered graphics take 
you there. For instance, in one of the five missions, 
you approach a planet only to find yourself fight- 
ing throngs of enemy craft. In others, you’re on 
level ground, panning left and right to blast the 
gorilla-like aliens or flying robots advancing on 
you. These bits are well done. But they’re simply 
the opening act for the exploration sequences that 
constitute the meat of the game. 

Actually, for a while, the meat is probably 
going to be you. In the dark, curving tunnels, you 
will invariably find monsters—really, really big 
monsters who all seem to have gotten up on the 
wrong side of bed. In fact, you have never seen 
anything larger and more realistic lunging at you 
in a computer game. 

As with video-game “bosses,” the idea here is to 
find the weak spot—the eyes, the odd-colored 
patch, the distinctive feature—and hammer at it 
until the nail hits home. It’s a simple enough ap- 
proach when the character is tearing you up in 2-D, 
but it’s harder to concentrate on finding the right 
spot when you really just want to get out of there. 

That is the triumph of Creature Shock’s tech- 
nology and gaming art. Even in a prerelease ver- 
sion, the creatures are so large, so cunningly ren- 
dered, and so smoothly animated that they’re 
authentically scary. And because you can hit 
them—or seem to hit them—they become real. 
Who would have imagined it, and who could ask 
for anything more? 


Creature Shock 
Virgin Interactive Entertainment 
800-874-4607 


Platform: DOS CD, 3D0 
Requires: 386SX, 2MB RAM, Sound 
Blaster 

Street Price: $45 
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Don’t waste time while looking for Santos at his 
North Atlantic base, the Rig. 


J 


yberia breaks the gaming mold by success- 
fully mixing high-resolution graphics with high- 
speed arcade action. Traditionally, great-looking 
Saag games such as The 7th Guest have lacked fast, 
Be 2 intense action. On the other hand, terrific action 

giannis 7 games like Doom tend to have ruthless warriors 
that look like pixelated Smurfs. 

Attempts to solve the problem by adding elabo- 
rate cinematics between the action sequences have 
been imperfect at best. All too often, the 


You have to negotiate several 
arcade sections before you can 
enter the Cyberia complex. 


high-res cut scenes merely interrupt the 
game and look ridiculously better than the 
rest of the graphics. A few titles, such as the 
Alone in the Dark series, succeed in inte- 
grating sophisticated 3-D graphics with 
real-time action. But for all Alone’s style, 
the characters were still blocky polygons 
that moved like Frankenstein. 

Developed by Xatrix and distributed by 


Interplay, Cyberia’s integration of full- 


Choose your path wisely once 
you land in Cyberia. 


screen, 3-D graphics with real-time game play does 
it right. The game begins with a well-rendered 
introductory scene. Suddenly the sequence seems 
to pause. Has your system crashed? No, it’s just 
your turn to control the action. 

Cyberia takes place in the year 2027. The global 
economy has collapsed and the worldwide power 
structure has dissolved. Two warring organiza- 
tions, the Criminal Cartels and the Free World 
Alliance (FWA), battle for control of the planet. 
You play Zak, an outlaw computer hacker await- 
ing trial on charges of treason and espionage. FWA 
leader William Devin offers you a deal: Die in 
prison or infiltrate the Cyberia Complex, an 
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You'll meet 
some demand- 
ing women on 
the Rig. 


Alliance weapons development center that has 
been overrun by the Cartel. 

Game play comes in two parts. The high-resolu- 
tion 3-D graphics take center stage in the puzzle- 
solving section, while the action/arcade segment 
features somewhat lower-resolution images. You 
explore on your two feet, solve puzzles with your 
high-tech goggles, blast enemies with your arm- 
gun, and then partake in arcade-like air combat in 
a state-of-the-art TF-22 TransFighter. 

The most startling aspect of Cyberia is its amaz- 
ingly fluid and precise character movement. The 
characters don’t wobble around like uncoordinat- 
ed robots in slow motion. Instead, they glide down 
passages and across plateaus. Even though move- 
ment is constrained to predefined paths, the inter- 
activity clearly surpasses any other game that 
offers this much graphical detail. Each “decision 
node” lets you choose to travel in one of several 
directions. Unfortunately, on our unfinished copy, 
each path inevitably led to death. 

Cyberia’s amazing blend of arcade action, 
tough puzzle-solving, and character interaction, 
imbedded in a state-of-the-art visual environ- 
ment, makes the game a must-see and—more 
importantly 


a must-play. 


Cyberia 
Interplay 
800-969-4263 


Platform: DOS CD 

Requires: 386/33, DOS 3.3, 4MB RAM, 
VGA, sound card 

List Price: not yet priced 


AVAILABLE AT LOCAL COMPUTER AND Bt 


Turn your computer into a time 
machine with an interactive timeline 


Meet heroes and heroines from every 


age and culture 
Create personalized birthday cards 


with an interactive calendar of 


events and facts 


el ao in your own histori- 
cal scrapbook 


Enjoy hours worth of games for 1, 2 
or several players 


Chart your own imaginary lands 
while referencing animated maps 


of the world 


=. 
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PERFECT FOR KIDS 8-12 


Bureau of Electronic Publishing, Inc. 
“To enrich and empower through multimedia” 


141 New Road, Parsippany, NJ 07054 
1-800-828-4766 
FAX: 201-808-2676 
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/ WITH A 225 PAGE ACTIVITY BOOK!!! 


@ Use the audio-enriched full-color 


animations as reference for your 
own cartoons and drawings 


Sit back and watch 5 short films 


Test yourself and your friends with 
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CD-ROM ~ 


an on-line quiz and a cross-refer-- 


enced glossary 
Scan through 800 photographs 


portraying world leaders, triumphs, 
disasters, inventions, architecture, 


labor and industry 


Research and write factual book 
reports with the click of a mouse 


Rise of 
The Triad 


By Paul Hyman 
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Shoot every- 
thing! Those bar- 
rels may contain 
weapons, and the 
potted plants may 
be blocking a 

secret entrance. You’ve got noth- 
ing to lose; the less sophisticat- 
ed weapons come with an end- 
| less supply of bullets. © Feel 
along every wall. Secret doors 
are everywhere, and they look 
just like all the other walls. 
Jump on every trampoline you 
see. There’s usually something 
high up that’s worth grabbing. 
Don’t stand too close to your 
target when you use your most 
powerful weapons; the backblast 
will kill you as well as your 
enemy. © The elevator disks are 
great to stand on to reach high 
places, but don’t get caught 
under them when they descend. 
Getting crushed isn’t fun. 


‘oom-de-doom-doom! Just when 
you thought you could take a breather 
from first-person-perspective kill-athons, 
Apogee Software is poised to get your 
adrenalin pumping again. 

Everyone knows how Doom cranked 
up the excitement of Wolfenstein-3D 
with better graphics plus modem and 
network play. Rise of the Triad is about 
to add new innovations that are sure to 
have gamers glued to their monitors. 

Topping the list of unique features 1s 
“live remote ridicule”; not only do you get to 
wipe out up to 11 networked opponents, but 
you can taunt them as well. After plugging a 
microphone into your sound card, press the 
F12 key and shout something like “Oh, yeah? 
Well, the same to you!”—and your clever put- 
down will be heard by all. Can’t ad lib as well 
as that? Store a dozen messages on 
your function keys and then just hit a 
key to transmit your epithet to one or 
all of your opponents. 

You want more? How about the abili- 
ty to turn into a 10-foot giant and launch flames 
from your fingertips, or to reach high places by 
bouncing off trampolines built into the ground? 

Not that Triad depends on gimmicks: This is a 
near-cinematic tour de force that plays like a Rambo 
flick. As the story opens, a Hollywood mogul has 
teamed up with the head of a mystic cult and a 
demolitions expert in a mad plot to cleanse the 
world of evii—meaning anyone who doesn’t see 
things their way. As a commando in the top secret 
organization known as HUNT—the High-risk 
United Nations Taskforce—it’s your job to infiltrate 

Triad’s headquarters and wipe out its massive army. 

You begin by choosing one of five male and 
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female commandos, sticking a 
gun in his or her hand, and 
maneuvering through the 
labyrinth of Triad’s island- 
based monastery. As you pick 


up increasingly powerful weapons—dual- 
barreled pistols, machine guns, bazookas, 
and flamethrowers—the projectiles not only 
devastate the baddies but also demolish fur- 
niture, shatter windows, and pockmark the 
stone walls. Essentially, you can blow away 
almost anything. 

While violence is clearly a calling card 
for these kind of games, Apogee has exe- 
cuted a clever end run around the antici- 
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pated criticism. Triad features a Violence Level 
Adjustment that can be set anywhere from exces- 
sive for adults to wimpy for kids. And parents 
can use password protection to reinforce their 
choice to prohibit their youngsters from viewing 
the blood and exploding bodies. 

Rise of the Triad’s 28 levels (plus a number 
of secret levels) are crammed with intricate 
graphics that easily match or surpass those in 
similar games. Illumination comes from a 
multitude of sources, including explosions 
that frequently light up the sky. Meanwhile, 
realistic sound effects and an energizing musical 
score add extra excitement. 

You can get into Triad from several angles: 
Choose the 10-level shareware version, the full 
game, or the CD-ROM edition that includes a ran- 
dom-level generator. Any way you play, this 
Doom-buster is as much fun as it gets. 


Rise of the Triad . 
Apogee Software 


800-426-3123 


Platform: DOS, DOS CD 
List Price: DOS, $29.95; DOS CD, $39.95 
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By Anthony Lukban WV ivcsa pilots, like me, know that really good 


Mac-based flight sims are few and far between. So 
it was with a mix of both joy and trepidation that | 
greeted the arrival of DoMark’s Out of the Sun. In 
the end, joy won out. 

Out of the Sun is set during World War Il, a 
time when aircraft design was still coming into ado- 
lescence. Warplane builders on a hunt for speed 
and power often strapped the biggest 
possible engine onto a serviceable air- 
frame and hoped for the best. The 
results were mixed: Some planes 
flew fairly well, but it was a 
struggle just to get others air- 
borne—especially after they 
were loaded down with 4% 


a 


fuel and firepower. 
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Fak poet de ite Lageet mare 
| ovielion bettie be Nietow@, a 
thm ont aad ankeoted 

WS Mewy faned the meounhagly 

| dawimothds Impertel Hawg. 


' ‘They weren’t all flying 


| battle aquiinat the buxl adreradl Be 
Si af the teperiah Mevy, Asa 
| dmpenese pilot, attempt te 
change the course of histery ; 
| by staking the American feet, 
| or tersing back the waves of 
. Americon bombers. 


Play as the winner, 
or try to change the 
___ loser’s fate. 


| guts, to fly 
some of these 
‘buckets. 

Out of the 
Sun recreates the experience of fighting an air war 
in planes that were not necessarily the slick-han- 
dling sportsters of popular myth. The sim puts you 


& United States 


a * he Flight realism is 
; the key in this 
game. You'll have to 
_ use a rudder/aileron 
combination to fly 
these vintage 
planes effectively. ® Plan your 
movements and strategy before- 
hand. You’re bound to lose if you 
just jump in and start flying. © 
React smoothly and calmly during 
combat and basic flight maneuvers. 
Jerky, panicky movements will get 
you into trouble fast. © The padlock 
view keeps your eyes on your oppo- 
nent. It can be disorienting at first, 
but it will greatly improve your 
chances of getting a kill. 


in the cockpit during three major World War II 
battles: D-Day, Midway, and the lesser known but 
equally daunting Battle of Kursk on the Russian 
front. During each battle, you can fly for either side 
and choose from 17 American, British, German, 
Japanese, and Soviet planes varying ay scenario. 
You choose scenarios by ceading a “newspaper” 

and clicking on a story. Then you select your side 
and aircraft and learn your missions For example, 
you may be ordered to dive-bomb Japanese ships 
with a Dauntless or take out German tanks with a 
Soviet IL-2 Sturmovik. 


the Sun can be chal- 
lenging when 
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Merely flying in Out of 


the realism level is set 
to high. (Even arcade 
mode is no push- 
over.) Using rudders 
properly, a minor 
issue with some sims, is important here. Turning 
and rolling with only your ailerons will put you at 
a serious disadvantage during combat. 

Mastering rudder/aileron combinations is the 
key to success in Out of the Sun. For starters, it 
may be the only way you ever line up the sights on 
anyone. Planes in Out of the Sun tend to wander 
slightly: You can’t simply get their wings flat and 
level, let go of the stick, and fly endlessly toward the 
horizon. Both wind and turbulence effects will keep 
you twitching at the controls, and i it 


“under fire. 


you run it on a Power Mac), and the 


music and sound effects overlay the bat- 
_ tles. The sim’s only real failing is in the 
=r cockpits: The 3-D rendered dashboards 
© look great and sport fully functional 
controls, but they don’t necessarily match the 
plane-you’re flying. It would be nice to see histori- 
cally accurate cockpits in future versions. 

Still, this is a great flight simulation. And once 
you've spent some time with its realistic flight 
models, you’ll understand why only a chosen few 
were worthy of being called aces. 


DoMark 
800-695-4263 


Platform: Mac 
Requires: 68030, 4MB RAM, color display 
List Price: $47.95 


BAMEPLAY: & + x 
BETTING STARTED: « 


GRAPHICS: x + x 


SOUND CHECK: *« *« * 


VALUE: «KOKO 


A flight sim, with the emphasis on simulation. The 


planes aren't easy to fly, but neither were the real thing. 


Out of the Sun’ S Sochicd : 
F are sharp and smooth (especially if) 


oo “gaily gets worse » when you're , fas. 


aircraft detail is excellent. Evocative’ 9 


he world of Arkania 
returns withincredible — 


Exciting new game features take 
you into the turmoil of an epic 


sound, speech and music, quest fraught with danger... 
spectacular graphics... and an ° Smooth-scrolling 3D 
is experience you wont forget! Movement 
- ¢ Graphically Detailed Automap 
Strategy Plus (Sep tember Fully Editable Diary 
1994) observed, ~...massive “Ch & Diary Prin 
imptovetiénts on both pharagie: & DicoeBint 
graphics and sound fronts.” ple 
« Intelligent Keyword 


PC Gamer (September 1994) Dialogue System 


noted, “...impressive... a new angle on CLUE BOOK * Stunning Cinematics Fa > | 
the classic role-playing adventure...” AVAILABLE * Awesome Digitized Speech PEERY 


To.order visif your'local retdiler or call 1-800-447-1230 


Slft-TECH 


P.0. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 


@ Coming this spring, JAGGED ALLIANCE. Watch for it! @ 


- ___ Realms of Arkania® is a registered trademark of Sir-tech Software, Inc. Realms of Arkania is manufactured and distributed under license by Sir-tech from Attic Entertainment Software, Fantasy Productions and Schmidt Spiel + Freizeit GmbH. 


Elsenborn Ridge 
The Longest Day 
Breakout at St. Lo 
i The Fortified Eqg 
Il ice 


inally, there’s a 
war game that doesn’t 
cling frantically to 
exhaustive authenticity. 
Instead, Iron Cross, 
from New World Com- 
puting, uses basic 
World War II scenarios 
like A Bridge Too Far and Eisenborn Ridge as 
jumping-off points. The rest isn’t history, but it is 
plenty of fun. 

You begin by creating an officer persona 
for yourself. You’re only a 2nd Lieutenant, 
but don’t worry—good performance is 
rewarded with promotions, Then choose 
one of a dozen predefined scenarios, or cre- 
ate your own. You can play on either the 
Allied or the Axis side, and you can set the 
computer’s intelligence and force strength to 
anything from Crippled to No Prayer 
depending on your skill level. 

Now the fun begins: You get to pur- 

chase dozens of different WW1l-infantry 
squads, armored units, and artillery bat- 


o the Bunkers 
jas togqne 


Kursk 


the Road 


avait 
ane 


reload time, and firepower. Once you've 
finished selecting and have placed your 
troops, the battle roars to life. 

Boy, does it ever roar. Iron Cross isn’t 
turn-based, like most war games. Instead, 
all units on both sides take part in one 
continuous, unfolding event—just like war 
in the real world. 

Relax, though: It isn’t impossible to play. 
When you click on a unit to give it orders, every- 
thing halts to give you time to assess the situation 
and make your move. And to broaden Iron Cross’ 
appeal beyond fanatical armchair generals, New 
World Computing has sacrificed the most complex 
tactical warfare options. Some war games offer ten 
or more attack, defend, and move options per unit, 


Oe ee ae ee 
ei ite 


A single unit on 
high terrain gives 
you an excellent 
view that can ben- 
: efit all of your 
forces. ® Concentrate your fire to 
quickly eliminate enemy units. 
Keep a close eye on how your 
troops are faring. They don’t 
know enough to retreat unless 
you tell them to. © Don’t forget 
to call in artillery and air strikes. 
A well-placed bombing run can 
save you valuable time and 
ammunition. 


but Iron Cross supplies only four: move, attack- 
and-move, move-and-attack, and just plain attack. 
You can’t program your troops to dig trenches or 
fortify their positions, and they don’t automatically 
retreat when badly battered and under fire—you 
have to tell them to get out of there yourself. 
There’s the rub. You’ve got to keep constant 


ENTERTAINMENT 


Bridgehead at Renagen 


Choose your battle and join the fray. 


teries, each rated for factors such as speed, 


December 21, 1944 11:68 AN Saint-Vith Beigium 


fis the Battle of the Bulge raqes on, German 
aduances in the North have halted at the toun of 


F Saint-Vith, where the Americans have entrenched 
i . * . X one “ y 
, into a position knoun as ‘The Fortified Goose Egy 

} Tepid German assaults have failed to crack the egg. 


Now the Gernan high command has ordered a heavy 
bombardment, followed by an all out assault. If 


St. Vith holds, the Battle of the Bulge will be all 


but over for the Germans. 


track of all your forces, which means continually 
scouring the battlefield to make sure some half- 
strength squad isn’t getting blown to bits trying to 
trade salvos with a couple of armored divisions. 
Iron Cross may not be realistic, but it accurately 
simulates the controlled panic at headquarters as 
you attempt to keep your well-conceived battle 
plan from unraveling. 

Visually, Iron Cross mixes excellent Super VGA 
artwork with discreet use of WWII film footage 


and stills. Colorful and detailed terrain abounds, 


and the game gauges visibility and movement fac- 
tors for everything from roads to two-story build- 
ings. Night and weather play no part in the action, 
but you can order air attacks and reinforcements 
when individual scenarios permit. 

Iron Cross won't appeal to die-hard war gamers 
who value accuracy above all else. But if you’d 
rather soft-pedal some of the strategy and crank up 
the excitement, Iron Cross more than delivers. 


lron Cross 
New World Computing 
800-325-8898 


Platform: DOS 

Requires: 386, 4MB RAM, MS-DOS 5.0, 
Super VGA, mouse 

List Price: $56.95 


GAME PLAY: 
GETTING STARTED: **& *« *« * 
GRAPHICS: 
SOUND CHECK: « *« + 
VALUE: 


A fast-and-furious simulation of WWII battles for 


the rest of us. 


Sea. 


ers 
cdl 


wae 


>, stehe 


’ 


. ‘ | 
ney Sn rm 
Mee; . th e 


i >, 
f - 
Pe 


eae Se Psygnosis timited 
Pe (675 Massdchdselts Ave’ 
Ss Cambridge MAW O2 139 
PRONG (617)'497-7794 
pe) Foxe (6VZWPA9Z-6 759 


¥ x 
fa] 


mang oes 6 OG) 994) Psy nosis, limited: 

emmings Chronicles ond: all other telated 
idemarks, likenesses, and ay Pare, frodemadiks:of 
nah fy 5" WLS APS gnosis; Limited. 
Dio oe All Rights. RéServed. 


By Barry Brenesal 


| @ Keep every 
' town garrisoned, 
| or it'll fall to the 
first passing 
raider. @ Check 
your diplomatic- 
relations chart frequently to see 
which empires are at war. You 
don’t want to get involved in an 
alliance that earns you several 
automatic enemies. ® Never 
build more military units than 
your economy can handle, unless 
you can mass them for a quick 
strike against some wealthy 
opponent. 


Don't ike what your opponent 
is up to? Let ’em know it. 


indscape’s Legions, a strategy sim action 
that’s a throwback to the days of ancient Greece, 
is a well-crafted if somewhat limited addition to 
the slim roster of advanced Windows games. The 
game’s premise is set up nicely enough—you’re 
challenging the computer and network-based 
opponents for control of trade routes and battle 
sites around the Mediterranean—but the game’s 
static environment is more suited to economics 
majors than powermongers. 

Play begins when you choose one of ten pre- 
generated scenarios, or you can let the comput- 
er create a random world. Before you make a 
move, your economics minister appears and 
gives you an analysis of market trends, military 
spending, and income. You'll need this impor- 
tant information to help you set tax rates and 
purchase or sell off materials. 

Legions includes only seven tradable items, 
but the game’s solid supply-and-demand eco- 
nomic model is realistic, driven by access to 
goods. Blockades kill trade, for example, while 


competition with 


economic alliances foster it. Purchase hun- 
dreds of horses to create cavalry units, and 
the price on horseflesh will soar, prompt- 
ing rulers elsewhere to speculate about 
your intentions. They’re not stupid; not a 
single one will believe that you’ve decided 
to go into the glue business. 

Fortunately, diplomacy may help 
soothe the suspicious rulers. You and your 
adversaries can send and receive messages 
suggesting alliances, diplomatic or eco- 
nomic relations—even total war. You can 
also dispatch and receive various gifts. 

If reason and bribery won’t work, there’s 


always the time-honored solution of vio- 
lence. Your forces will automatically engage 
the enemy wherever they’re found, and you'll 
receive word of the results during your next 
turn. Of course, if you prefer a more hands- 
on approach, you can lead the troops to 
glory yourself by creating formations and 
using six different battle maneuvers. 

To help you out, generals will show up 
occasionally and offer their services. 
Unfortunately, their effectiveness is mea- 
sured only in terms of the number of mili- 
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tary units that they can control simultaneously 
and the increase in combat value they bring to 
your forces. Similar limitations apply to your 
choice of empire. Other than dictating the kinds 
of military units you can create, there are no 
variations among them. Likewise, no particular 
domain has any special economic or diplomatic 
advantages or disadvantages. This gives succes- 
sive Legions games an increasing sameness. 

Playing Legions, you'll feel less like the ruler of 
an ancient empire than an accountant, selecting 
economic and military options turn-by-turn. It 
doesn’t help that Legions offers no music and that 
its visuals are very dull. There’s no architecture to 
its cities, no multiple advisors, no customized per- 
sonalities for individual foreign rulers—in short, 
nothing that makes the leap from programmed 
logarithms into ancient realities and rival dynasties. 

Still, Legions is a well-crafted strategic sim, if 
short on imagination. And there’s precious little 
else like it for Windows. But no DOS-based strate- 
gic sim need fear this game. 


Legions 
Mindscape 
800-234-3088 


Platform: Windows 
Requires: 386, Super VGA, mouse 
List Price: $59.95 


GAME PLAY: 
GETTING STARTED: *« *« * 
GRAPHICS: 
SOUND CHECK: *« ~* 
VALUE: 


Lack of imagination hobbles this Windows- 
based strategic simulation of ancient European 


conquest. 


NOTHING IOTHING CAN PREPARE YOUR PC AND 32X. 
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“ALL 12 KOMBAT 
WARRIORS? 


KUMBAT 


NOTHING, NOTHING CAN PREPARE YOU... for the rea/ 
arcade action of Mortal Kombat° Il. Trade up to faster game 
play, realistic character animation, bone-crunching music 
and sound f/x of the arcade smash! Brutal special moves, 
Friendships, Babalities, hidden surprises, crushing combos 
and outrageous finishing moves are yours to kommand. 

Let the Kombat Kontinuel!!! 


2X (Pc cp-rom 


MORTAL KOMBAT® Ii © 1993 Licensed from Midway Manufacturing Company. Alhaghts reserved) 
@ & © 1994 Acciaim Entertainment, ioc.All rights reserved 
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32X are trademarks et Sega Enterprises, Ltd. All rights reserved, Acclaintis a division of Acclaim Entertainment. Inc. 
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By Alfred Giovett 


give you 


€ 
look at the conflict. 
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Don’t attack 
infantry or armor 
_ when it’s en- 
xe _. itrenched in a city 
ju | Wor the woods. It’s 
a recipe for disas- 


ter. ® You can use your fighters 


to suppress the enemy’s air 
power, but only if you take out 
their anti-aircraft guns with your 
artillery, dive bombers, and gun- 


boats first. © Move behind the 
enemy lines quickly by bypass- 
ing strong resistance and rolling 
over weaker units. Then head for 
strategically important points, 
such as airports. Taking an air- 
port not only gives your planes 

a place to recuperate but pre- 
vents the enemy from mounting 
air attacks. 
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ood games 
keep you up late, 


but only the best 


example, com- 
bines with ter- 
rain effects and 
zone of control 


to determine 


how fast and 


games hold you 
prisoner until the 


sun rises. Panzer 
General kept me up until 4 a.m. 

In this turn-based military simulation, 
you take on the role of a World War II-era 
Axis general. Using mouse and keyboard, 
you direct dozens of units of bombers, 
tanks, ships, fighters, and infantry in an 


all-out attempt to conquer the world. 


Your blitzkrieg seeks to smash weak units 
and bypass pockets of resistance, cutting 
off their supplies and returning to defeat 
them later. 
Panzer Gen- 
eral’s cam- 
paign mode 
challenges you 
to complete a 
series of battle 
scenarios, or 
lets you play 
each battle sep- 
arately. The 
five campaigns 
range from the 
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invasion 
Poland that 
began World War II in 1939, through the Eastern 
and Western Fronts in 1941, to the Eastern and 
Western Fronts in 1943. If you’re successful, 
you'll get the chance to invade Washington, D.C., 
in 1945. (Beginners take note: The earlier cam- 


ARAFIAC 2 
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paigns are easier.) 

The entire game is colorful and high-res, and 
both the main battlefield screen and the anima- 
tions are filled with attractive detail. As a battle 
heats up, quarter-screen animations of skirmishing 
Axis and Allied troops appear over the battlefield. 

The game’s accurate maps add realism to 
the action. Washington, for example, has 
labels for every airport, creek, and small town 
surrounding the nation’s capital. Troop control 
is equally detailed: The game rates each unit 


according to 17 statistics. Movement cost, for 
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of 


rar the 
unit can move during each turn. 


how 


The game’s addictiveness is due at 
least in part to an interesting feature: Your ability 
to acquire new units is based on prestige, which 
you gain by destroying enemy units and capturing 
objectives. As a result, successful panzer generals 
can amass armies of almost 100 units. And you 
can design your army according to your personali- 
ty: Do you prefer armor, air power, or numbers? 

Other nice touches include context-sensitive 
music that heralds defeat and victory as the 
game unfolds. Sound effects of diving planes, 
firing tanks, and explosions drift over the bat- 
tles. A few seconds of actual German combat 
film precede each scenario, and German- 
accented briefings and debriefings highlight the 
CD version of the game. 

Panzer is not a quick play: Each turn can take 
as long as a half-hour to complete. But the game’s 
special touches, combined with accuracy and 
detail, make Panzer General a fun and addicting 
tactical/strategic war game. The CD-ROM ver- 
sion’s clever use of full-motion video and speech 
makes a good game even better. 


Panzer General 
Strategic Simulations 
800-245-4525 


Platform: DOS, DOS CD 

Requires: 386/33, 4MB RAM, DOS 5.0, 
Super VGA with 1MB RAM 

List Price: $69.95 


GAME PLAY: 
GETTING STARTED: ¥*« ¥*« *K * 
GRAPHICS: 
SOUND CHECK: ** *« +* 
VALUE: 


Panzer General will keep war gamers happily 


burning the midnight oil. 
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» —2)5. - among the 7 planets of the Galaxy of Gogg as 
* + )S°. the head of your own trading empire. Your 


a” ae spaceship, is loaded with 100 tons of moon ferns, 
a “. oggle sand, lava lamps, diapers and toasters. Your, 
*” «goal? Sell the cargo,,make a cool pfofit and earn one 


* — ynillion kubars before your squid-faced, dizard-headed 
competitors beat you to it: Think you can achieve 
economic dominan€e of the galaxy? Congratulations, 

. ‘humanoid—you have what. it takes to’be a Gazillionaire. 
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¢ Sophisticated real-world economic graphs and reports : 
help you determine where supply meets demand. _* 


¢ Play against 6 computer opponents and up to 5 of 
your friends in any of 5 skill levels. 


* Hilarious sound effects and music entertain and taunt you. 


¢ An innovative on-line tutorial literally teaches you 
how to play—ak your own pace. 


Gazillionaire. Available for Windows CD-ROM 
wherever fine oggle sand is*sold. e 
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WN; Published by * * . 


2490 Mariner Square Loop, Alameda, CA 94501 
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"Visit your local retailer or call 24 hours: ° 
1-800-695-GAME (USA and Canada) 
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2 Don’t limit 
yourself by where 
you’ve placed pre- 
vious pieces. You 
can move existing | 

parts by clicking 
on them to trade positions with 
| the first piece in the queue. 
if you can’t find the corner 
| piece you need, place a ringed 
i corner in the proper position. 
| These pieces randomly change ou : 
] | direction, and will eventually | . | . and creepy, Fad des game’ S hued sou 
| move into place to complete the sicough 13 5 esiely Silblieged =r a contributes to its Gothic feel. The best thin 


ring. © Body parts are better. - 
thes 08 hairy Ae GiLcanne ST honor of the game’s ‘supernatural theme, the the game, ib is its simplicity. Chal ng) 


constructing rings, but don’t number 13 comes into play often: You must _ play that’s as ‘. 
sr mag slats If you’re i rings to finish each level, Nene 1 3 : amie to dic 
playing for a high score, make _. 44 1 
complex rings. But if you just " playing pieces. fe : ‘ ! 
want to beat the game, go for ut DY ing vel 
smaller rings. You'll clear the the board patterns that m | Troubled Souls 
| level faster, you’ll face fewer ea ne quetl i . «4.  MacSoft 
body parts, and those will fall - : aS a | on | hp _¢ 800-229-2714 
| more slowly. 7 eC i 


Platform: Mac 
Requires: System 6.0.7, 4MB RAM, 
256-color monitor 

List Price: $49.99 
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a 
SOUND CHECK: *« *« 
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| a | An addictive puzzle game that’s easy to play, but 
hard to resist. 


Helpful hints aid 
novice players. 


ae Try placing tha : 
—= | bumper in this 


vicinity. 


Make the toast pop up. 


The barredidte Taos Mechirse 
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Objects can be placed, 
rotated, stretched, and 
flipped. 


© Test your 
machine every- 
time you add a 
piece. ® Anything 
that falls can turn 
on a switch. 


© Don’t search for a single 
answer—there’s more than one 
way to solve these puzzles. 

© Sid and Al always move 

to food. 


Ss. the Theory of Relativity was too easy? 
OK, Einstein, get ready for a real challenge. 
Sierra has hit the smart bone right on the noggin 
with Incredible Machine 2 and Incredible Toon 
Machine—two puzzlers that will bring out the 
Rube Goldberg in even the most jaded gamers. 

These titles are follow-ups to Sierra’s hit “build 
a better mousetrap” 
offerings, the Incre- 
dible Machine and 
Sid and Al’s Incre- 
dible Toons. Both 
give you the power 
to create fantastic, 
complicated devices 
to accomplish goals 
as simple as dump- 
ing a ball into a bas- 
ket, or as complex 
as using lasers to 
launch a string of 
rockets. Both games 
are similar in con- 
struction, but the 
Incredible Toon Machine puts a 
cuter spin on device creation with 
the addition of Sid and Al, 
a cat-and-mouse cartoon duo who 
always seem to be trying to get 
at each other. 

Even the early versions of both 
games looked good. I preferred the 
more direct machine-building goals 
of the Incredible Machine 2, while my 10- and 
11-year-old test staff (my son and daughter) 
thought Sid and Al were really rad. You can 
select from three levels of difficulty in each game, 
but the tutorial mode is best for young inventors 
because it allows them to try out the multitude 
of components available in each puzzle by mir- 
roring actions that the program demonstrates 
elsewhere on the screen. 

And what a load of things there are to use— 
balls, lasers, gears, bombs, timers, treadmills, 
mouse wheels, egg-laying chickens. You name 
it, and it’s probably in one of the two games. 
Sierra On-Line calls the gaming concept “car- 
toon physics” because while each component is 
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Place your parts, then let ’em rip. 


simply an animated clump of pixels, it acts as it 
would in the real world: Rocks fall, bowling 
balls roll, balloons float, basketballs bounce, 
and superballs really bounce! Some components 
can be programmed to perform special func- 
tions, while others can be altered in width or 
height. You put all the parts together to accom- 
plish whatever goal each puzzle presents. 

The Incredible Toon Machine and the 
Incredible Machine 2 are both graphically impec- 
cable. The mouse-controlled point-and-click 
interface makes it easy for gamers of all ages to 
get in on the fun. The music and sound effects are 
suitably slaphappy. And the level of game play 
runs from simple to frustratingly difficult. 

Both games are almost identical in concept, 
but die-hard cartoon fans will want The 
Incredible Toon Machine. DOS devotees and 
hard-core puzzle-solvers should go with The 
Incredible Machine 2. Either way, it doesn’t 
take a genius to figure out that cartoon 
physics is a scream. 
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Sierra On-Line 
800-757-7707 


Platform: DOS, Windows, DOS CD 
List Price: D0S/Windows, $44.95; 
DOS CD, $49.95 
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Sierra On-Line 
800-757-7707 


Platform: DOS, Windows, Mac, DOS CD 
List Price: D0S/Windows/Mac, $44.95; 
DOS CD, $49.95 
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Spend plenty of 
time in the prac- 
tice area. Get the 
puzzles down 
before time is 
ticking. ® Don’t — 

think your job is done once you 
rescue each hostage. Keep a 


sharp lookout, as danger may be 


= waa 


slay ¥ limmy. 
: bos , by a 


SCOK ,ting out 
So you’! 


there's a - mute ase hooting | and holle 
in your ear. 

Still not enough? While you’re strug 
gling to rescue family and friends, a 
national crisis is also developing. Justus, 
a master of disguises and an expert in all 


_ things that g g0 boom, » pane & to os an 


family are only minutes away 


ws on all the things that 


erity, concentra-_ 
ite-knuckled 


IVI Publishing 
800-432-1332 


Platform: Win CD 

Requires: 486/33, 8MB RAM, MS-DOS 
5.0, Windows 3.1, Super VGA, double-speed 
CD-ROM drive, sound card 

List Price: $59 


An exciting run n agains stan evil genius, with won- 
derful video and graphics, mind-rattling puzzles, 
and a ticking clock. 


3333? 


© You don’t 

have unlimited 
thrusts, so parcel 
them out carefully 
and don’t waste 
them on your way up the entry 
tunnel (two should be enough). 
© Don’t overdo it with the 
“nudge” buttons. You can tilt 
this baby! © Don’t forget the 
magnetos. They’re your last line 
of defense against the drain, and 
the perfect spot to aim at the 
side targets. © Read the manual 
before you play. In real pinball, 
everything’s visible at once. In 
PaTaank!, everything’s visible at 
once only in the instructions. 


cite really got to be on the ball with 
PaTaank!—the pinball, that is. In this game, you’re 
not pulling the plunger and clicking the flippers: 
You’re under the glass and in the game. 
And what a place to be! Imagine a Doom-like 
environment reinvented as a sort of high-tech slam- 
dance, and you’ll have some idea of the 
appeal of PF.Magic’s first 3DO game. 
Video clips run on the walls. Big music 
plays. There’s more speech than a cam- 
paign rally. Ramps. Tunnels. Surprises. 
And speed—lots of speed. 
It’s still pinball, of course. You propel 

your bumper-car-like ball (called a 

puck) up a long ramp to the play field. 

There are thumpers to bump, targets to 

hit, and bonuses to multiply. You can 

use the top controller buttons to nudge 
the ball right and left, much as you would with 
your wrists when working on a real pinball table. 
If you’ve played any pinball, you’ve probably 
cursed the hidden magnets for dragging your 
ball into the drain. Here, the magnets are vis- 
ible and behave more like flippers, letting you 
catch your ball and aim it in another direction. 
And there are no true flippers; instead, you 
have a limited number of “thrusts” that send 
the puck speeding on its way. 

Each of three thematic “rooms”—Surf, 
Tunnl O’ Luv, and Disaster Central—has its 
own crowning achievement. For example, in 
the Surf room, the idea is to ride the giant 

curving wave at the top of the play field. Do it 
tour times, spell out “Surf's Up” in lights, and 
you're the Big Kahuna. 

If you let things slide, of course, you’re pulled 
down into a hot red pit to the accompaniment of 
an inane comment from the manic narrator, such 
as: “You drained! Try not to drain next time!” 

Easier said than done. The manual covers the 
layout and rules of each room, but this new ball- 
level perspective takes some internal adjustment. 
The viewpoint does pull back under certain circum- 
stances—when the ball passes through the Bonus 
Multiplier Lanes, for example—but you'll usually 
see PaTaank! from the puck’s-eye view, and the 
game’s breakneck pace means you sometimes 
won’t know which end is up. Aiming in PaTaank!, 


as in pinball, is an art 


that comes only with 
experience. 

PaTaank!’s not only 
a technical jewel but a 
clever new spin arriving 
Just as the computer-pin- 

ball craze gets a bit tired. 

The game barely misses 
flipping up into triple-bonus 
classic status, though. For one thing, the rooms are 
fairly simple compared with real pinball games— 
about two-thirds the size. Classic pinball features 
such as bridges or multiple balls (perhaps controlled 
by human rivals) might have given PaTaank! a bit 
of extra bounce. And success in the experts-only 
MetaGame, in which you play through all three 
levels via a connecting “nexus,” merely allows you 


Don’t get drained. 


into the Hall of Fame. A special MetaGame-only 
level might have been a better reward. 

Then again, you won’t get to that point until 
you've mastered all three levels. And that will 
take you a good long time. 


PF.Magic 
415-495-0400 


Platform: 300 
Requires: 3D0 Player 
List Price: $59.95 


GAME PLAY: + * 

GETTING STARTED: *« + * 

GRAPHICS: -« + * 
eee 


SOUND CHECK: *«K *« + 


VALUE: «x KOK 


Slick, quick, and tricky video pinball—where 


* 
x 
x 


you’re the ball! 
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The future ain’t a Pretty place 


Once you have 
an item in your 
inventory, take a 
AF close look at it. 

fr Sometimes there’s 
b= ie more than meets 
the eye.® When the virus update 
screen appears, you often hear 
Cutter’s voice. Most times, it’s 
just a comment on the current 
situation. But sometimes he 
offers hints. ® Never let your 
guard down. Those gunmen are 
constantly stalking you. 


, “ nea wWwelrt wo! Weta 
Thic is one Well me 
This Is one 


Church, or leave your body and surf 
through the Televerse—a land of pure 
digital code. There are lots of props, plenty of nifty 
costumes, and a pulsing soundtrack. 

While Burn:Cycle looks and sounds great, once 
you get moving, the game can get real boring real 
fast. After all this buildup, Burn:Cycle is ultimate- 
ly a letdown. It’s nothing more than a run-and- 
shoot arcade game with trendy window dressing 
and some serious disadvantages. Controls can be 
infuriatingly slow; the bad guys can frequently 


Excedrin won’t 
help Sol Cutter’s 
headache. 


with the question for years: When does a 
slick haircut pass for artistic excellence? 
That same query now applies to computer games, 
where the sharpest appearance sometimes doesn’t 
mean there’s a brain in the bank. A case in point 1s 
Burn:Cycle, an overproduced interactive game for 
the Philips CD-i platform that is little more than a 
dressed-up arcade shoot-em-up. 

You play sleazy Sol Cutter, a data thief living in 
2063. Cutter steals corporate secrets by download- 
ing them into his brain. Cutter’s plan is to slip into 
Softech, do some quick electronic data pilfering, 
and make a pile of cash; however, the caper sours 
when a power surge leaves Cutter with a computer 
virus installed in his head. Still with me? 

Of course, there’s a catch. You have only two 
hours to purge the virus from Cutter’s head, or 
it eats up his brain cells like battery acid. Given 
Cutter’s greaseball nature, I’m not sure that’s 
such a bad idea, but for the sake of the game 
you've got to go along with the premise and try 
to deactivate it. 

You explore the brutal future of Burn:Cycle 
through Cutter’s eyes, ears, and other senses, 
and you are also privy to his thought processes 
via voiceovers. And even as you attempt to 
unravel the time bomb ticking in his head, there 
is a wide assortment of gun-wielding bad guys 
intent on slowing you down. 

So much for the story line. To bring it to life, 
Philips created dozens of live-action video scenes 
and hundreds of attractive 3-D environments. It’s 
not all gunplay: You can also work contacts at the 
Sum Zero bar, pray for salvation at the Karmic 
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give you a chest full of lead while you’re waiting 
for the crosshairs of your gun to meander from 
one side of the screen to the other. And if you get 
wasted, it’s back to the beginning. 

To be fair, Burn:Cycle will satisfy anyone 
who likes a good explosion or three. But it’s 
ultimately like being served a dozen doughnuts 
when you’re famished: The first one or two taste 
terrific, but it’s tough to make it through all 
twelve. Consider Burn:Cycle the chocolate 
doughnut of the information age. 


Burn:Cycle 
Philips Media Games 
800-340-7888 


Platform: CD-i 
Requires: CD-i player 
List Price: $59.98 


GAME PLAY: 


GETTING STARTED: *« * 
GRAPHICS: 
SOUND CHECK: *« *«*« + 


VALUE: 


Burn:Cycle is so slick you can skate pennies 
across it, but there’s nothing new beneath the 


glitz and glitter. 


YOU ARE HERE 


‘ : tht Mp 


YOUR TEETH 
ARE HERE 


an 


j You get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al Michaels — everything but» \SPORP/ 
a the dull ache in your jaw when the novocaine wears off. For PC, Sega™ Genesis™ and SNES systems. \ i 


ocean BRETTHULL 


ANY MORE REALISTIC ANB YOU WOULDN'T WANT TO PLAY IT. 
Yeo 


Brett Hull Hockey ‘95 is a trademark of Accolade, Inc. Al Michaels’ name is used under license by Accolade, Inc. Accolade is an official licensee of Brett Hull and the National Hockey League 
Players’ Association. ONHLPA 1994. The Sport Accolade Logo and name are trademarks of Accolade, Inc. Licensed by Sega Enterprises, Ltd. for play on the Sega™ Genesis™ system. Sega and 
Genesis are trademarks of Sega Enterprises, Ltd. Super Nintendo Entertainment System is a registered trademark of Nintendo of America, Inc. ©1991 Nintendo of America. Inc. All rights reserved. 
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Microsoft Golf 2.0 


\\) Golf Rule No. 1: Don’t innovate, 


assimilate. If you have ever played Access 
Software’s popular Links Pro—the first golf game 
to sport photo-realistic courses and players—there’s 
no reason why you won’t like Microsoft Golf 2.0. 
Just don’t expect anything new. 

Okay, there are a few minor dif- 
ferences: Microsoft’s version runs 
under Windows and has an exten- 
sive game tutorial, some different 
views, and those goofy icons. But if 
you’re looking for a new interpreta- 
tion of the electronic golfing experi- 
ence, you won’t find it here. 

Microsoft licensed Access’ Links 
sath and the boys in Redmond 
didn’t stray far 
from it. The game 


By Bill Meyer 
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Ghote: 4 
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A little chip 


uses Links’ driving 
is all this mechanism and 
will take. se 

aiming method— 

you still have to 

move the candy- 
Multiple win- striped stick u 
dows offer a a : 


a ee and down the fair- 
ae eee | | way to determine 
. your aiming point 
wad shot dices’ Fhe Seah icalistc players and 
courses are clones, too. This isn’t a defect—Links 
has always looked good—but it’s just unimagina- 
tive. Microsoft does offer a wider selection of 
shirts, hair color, and skin tones, but that’s about 
it. And, like Links, you’ll hear chirping birds dur- 
ing long pauses and an occasional self-deprecating 

remark such as “I hate it when I 
™ do that” when you hit your ball 
into a lake. On a brighter note, 


choice of views. 


To Fas 472 yanks Seam 10 


® Use the profile 
view to determine 
incline and 
decline when 
putting. There is 
no power mark on 
the putting meter to help you. 

® To crank a tee shot more than 
330 yards, let your swing sur- 
pass the average power mark 
and click at the meter’s optimum 
power point. On the way back 
down, make sure you nail the 
slice/fade mark, or you’ll end up 
deep in the trees. ® When put- 
ting, place the aiming stick 
before the hole just above the 
dips in the green. Then add a lit- 
tle extra punch, so the shot isn’t 
too short. 


your partners will compliment 
you when you crush a tee shot or 
sink a long putt. 
A profile view that marks inclines 
and declines on the fairways and 
greens helps you determine the 
power of putts. But it’s somewhat 
ugly and tedious to click off 
because the view window 


_ sports undersized controls. 
And Microsoft should have 


The putting game 
separates the 
winners from 

the losers. 


tweaked Links’ putting : 
mechanism, which doesn’t mark the 
amount of power you should apply to your putt. 
If Microsoft is afraid of making putting too easy, 
it should offer beginner and advanced mode— 
one with a power indicator, the other without. 
As it is now, putting is frustrating at best. 

Bringing the game to Windows can cause 
other problems. Even on a high-end 486, you 
may experience small delays between clicking on 
the swing button and the movement of the 
meter. In a game where timing literally is every- 
thing, this gets annoying quickly. 

In the interest of fairness, three views—normal, 
panoramic, and expanded—can be applied to any 
situation. Panoramic enlarges the scene, showing 
the sky and tops of trees. Expanded makes the 
golfer bigger and clearer, but the pixelated course 
and trees lose the game’s high-res appeal. The tuto- 
rial feature can be a blessing or a curse: If the game 
decides you’re having trouble keeping the ball on 
the fairway, a dialog box appears and offers you a 
free lesson. Beginners may actually want to accept 
the offer, but anyone who just likes trying a variety 
of approaches to the hole 
using the Mulligan button) will want to turn it off. 

If you hate DOS, buy Microsoft Golfe2sOmand 
enjoy yourself. Otherwise, stick with the origi 


(or who simply enjoys 


Microsoft 
800-426-9400 


Platform: Windows 

Requires: 386SX, 4MB RAM, MS-DOS 
3.3, Windows 3.1, Super VGA, mouse 
List Price: $49.95 


GAME PLAY: 
GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 

VALUE: kK OKO 


Windows-based duffers will love it, but if you’re 
looking for anything new, you won’t find it here. 
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While there have been space programs on CD-ROM before, there’s never been anything quite like this. Next Step Mars? 
makes learning fun because of its unique format — the information is presented in the form of an exciting adventure. And 
learning is reinforced with fascinating videos and educational activities. So if you want to travel to Mars, first pick up the one 

t (800) 432-1332, Dept. 384. 


ut it. See your favorite software retailer or call IVI Publishing a 


poration. Macintosh is a registered trademark of Apple Computer Inc 


CD-ROM that tells you all abo 


© 1998, IVI Pub 


-screen, full-motion, interactive video on 


TV in games, multimedia titles, and 


promises it all—and claims to be available today. 

But when you head out to the local computer or 

nsumer electronics store, you'll | find the hard- 
far choices still pretty limited. 

5 igma Designs’ RealMagic board 

PC MPEG card, which has been 


} ‘- on the market for two years now) and a couple © 


of MPEG games and multimedia titles. So 
‘much for your big plans. What’s the deal? 
Where's the flood of MEEG hardware that 
ou've been reading about? — 


your PC, while Philips offered a Digital Video © 
Cartridge for its’ CD-i 
player—but that was 
about it. Now a 

slew of hard- 
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: he hype finally got to you. You've decid- 2 


eer ns f t about any platform, 
ed that you just couldn't live without recanne EG add: ero lust about all 


‘And 1 the -ans MPEG, the one standard nae 


Don't worry, it’s on the way. Until the end Of; 
| 1994, Sigma was the only game in town for _ 


ware makers. are in the process of releasing 


from 3D0 to PCs. Apple is reportedly working 
on MPEG support for its 630 Series Macin- 
toshes, and sound card giant Creative Labs is 
considering a U.S. release of its MP400 Video 


Blaster with MPEG decompression—which is 


already available just about everywhere but 
the good ole U.S.A. Meanwhile, on PCs, some 
of these MPEG boards attach to your existing 


_ graphics card, while others replace your cur- 


rent video card with a high-end Windows- and 
video-acceleration board. 

MPEG decoders still don’t come cheap, 
though. And there’s another consideration: The 
MPEG standard isn't completely standard. The 
OM-1 committee is working on an MPEG stan- 
dard that everyone can use, but not all boards 
and software support it yet. Many current MPEG 


titles, including some games written for Sigma’s 
RealMagic card, won't run on OM-1 boards. New 


-OM-1 versions of most titles are reportedly in 
the works, however. 
Despite Intel’s insistence on its Pentium-based 


Indeo video standard, these new products reaf- 


firm that MPEG remains the leading 
___ contender for the full-motion 
oe video throne. 


& Philips Digital 


Video Cartridge 


a 4 Philips has been one of MPEG’s 


biggest backers, and was one of 
the first companies to offer MPEG 


By Christopher Lindquist 


hardware. lts Digital Video Cartridge plugs into 
the back of a CD-i player to display full-screen, 
full-motion video for VideoCDs of such movies 
as Top Gun and Patriot Games. |t also works 
with special MPEG versions of some CD-i _ 
games and multimedia titles, including The 7th 
Guest and Caesar's World of Boxing. 

Digital Video Cartridge 

Philips 

800-340-7888 

Platform: CD-i 

List price: $249.95 | ' 

Ship Date: Availablenow 


MPEG for 300 
The 3DO Multiplayer has been capable of playing 
full-screen video since its inception, but the addi- 
tion of MPEG eliminates the graininess that 
plagues most titles. It also improves the 3D0 
machine’s ability to play VideoCDs. Panasonic 
announced its MPEG add-in card in the middle of 
last year, but the device is just now hitting the - 
streets. The card has reportedly been ready to go 
since late last year, but original 3D0 player 
Panasonic apparently decided to hold off releasing 
it until more VideoCD and interactive 3D0 MPEG 
titles were produced. GoldStar jumped on the 
bandwagon even earlier with an MPEG add-in for 
its own 3D0 multiplayer, the Digit Video Module. 
MPEG for 3D0 
Panasonic 
800-732-5336 
Platform: 3D0 
List price: $249 
Ship Date: Early 1995 


GoldStar Digital Video Module 
GoldStar 

800-222-6457 

Platform: 3D0 

Street Price: $200 

Ship Date: Available now 


RealMagic Lite — 


Sigma Designs was the first company that seri: 
oust fanned the MPEG-onsine flames. The 


plans. The Ad Lib MPEG Magic board is also RealMagic- 
| compatible and supports VideoCD, Karaoke, and 0M-1 
| Specifications. (Ad Lib Multimedia; 418-656-8742; $315) 
Genoa goes the all-in-one route by combining its MPEG 
decoder with a full-bore 64-bit graphics accelerator card— 
no other video card required. (Genoa; 800-934-3662; $499) 
Diamond Multimedia plans to add an MPEG daughter- 
card upgrade to its Stealth 64 video card. The Stealth 64 
itself costs $400 to $600, depending on how much mem- 
ory you want. The MPEG daughterboard is not yet priced. 
(Diamond Multimedia; 800-468-5846; not yet priced) 
Finally, Sigma has yet another MPEG option, the 
RealMagic RAVE, a combination Super VGA graphics 
accelerator and MPEG decoder. At $489, the RAVE isn’t 
cheap, but it may be a great way to get both fast 
graphics and MPEG with one card. (Sigma Design; 800- 


845-8086; $489) 


company introduced its RealMagic card back in 
1993 to much fanfare; sales didn’t exactly light 
up the registers, though, as there wasn’t enough 
software to justify the purchase of the $450 


Card. But Sigma hasn't let up: It's promoting sev-. 


eral new MPEG titles, including Flash Traffic, The 
Psychotron, and a recent line of music videos. 
Also, last year it introduced a slimmed-down ver- 
sion of its add-in card, the RealMagic Lite. 

The RealMagic Lite still attaches to the VESA 


~_ connector on your computer's graphics card, but 


_ it eliminates the original RealMagic’s Sound 
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: : Blaster support. This cuts the price by $100. 
RealMagic Lite 


Sigma Designs 
800-845-8086 

Platform: PC 

List Price: $349 

Ship Date: Available now 


Viper Pro Video 
Diamond’s MPEG offering takes a softer approach 
to full-motion video. Rather than using a dedicated 
MPEG decoder, it just helps along Xing Software's 
software-based MPEG decompression, which is 


_ with a full line of new 


bundled 

with the Dia- 

mond card. 

Xing’s software plays 

back MPEG video without spe- 
cial hardware, but doing so can 
bog down even top-of-the-line 
Pentiums. The Viper Pro Video is 
a high-end VGA video card with 
built-in support for video accel- 
_ eration. That means it can make 
almost any video—from Indeo to 
Cinepak to MPEG-larger and 
smoother while simultaneously 


sion load off your system’s 
processor. This kind of software- 
based MPEG decompression 
may not be the best bet for inter- 
active full-screen video, because 
your CPU still has to work hard 
to create the images. But the Viper Pro is a good 
all-purpose approach to making all your video 
look better, oe MPEG video. 


—CL 


Diamond Multimedia Systems 
800-468-5846 

Platform: PC 

List Price: 2MB Version, 
$479; 4MB version, $679 
Ship Date: Available now a 


Jakarta 


Jazz Multimedia is hoping 
to make a name for itself 


video- and graphics- | 
enhancement products 
for PCs. The Jakarta is 
a combination VGA 
video card, MPEG 
decoder, and video 
accelerator all 
rolled into one. 
Unlike Dia- 
mond’s Viper Pro | 


taking some of the decompres- © 
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Video, 

the Jakarta 
uses MPEG-spe- 
cific decompression _ Se 
hardware to deliver smooth, 
full-screen, full-motion video. 

But like the Viper, the Jakarta doesn’t 
need to attach to another graphics card, 
and it can also accelerate other video for- 
mats, such as Cinepak and Video for Win- 
dows. Jakarta shares one other trait with the 
Viper; it's expensive. 


ad Multimedia 
408-727-8900 

Piatform: PC 

Street Price: $450 
Ship Date: Available now 


 - : he 150-year-old art of photography has 


received a swift kick in the pants, courtesy of 


ILLUSTRATION BY ANTHONY LUKBAN 


the digital age. No longer is it necessary to gin- 
gerly load film into your camera, snap away, 
and then head down to the local Fotomat to 
get a stack of beautiful (or pathetic, depending 


upon your skill) photos. 


Now you can get snapshots in seconds 
using one of a handful of digital cameras that 
take photos electronically and then download 
them to your PC or Mac. Once your images are 
safely ensconced on your hard drive, you can 


Three Basic Parts 


Despite the high technology that lives on 
the back end of digital photography, the 
basic parts of both digital and traditional 
cameras are pretty much the same. 

Lens: A piece of finely ground 
glass that focuses the light coming 
into the camera. 

Aperture: An opening in the lens 
that controls the amount of light enter- 
ing the camera. 

Shutter: A mechanical or electronic 
device that controls the length of time 
that light comes through the aperture. 
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ou Oughta Be in Pixels 


edit out the ones you don’t want, then rotate, 


crop, scale, and zoom in on the keepers to 
make them really look great. 

Straight digital photography differs from 
Kodak’s much-touted Photo CD, which is pri- 
marily a way of storing as many as 100 high- 
quality photographic images on a CD-ROM. 
Unlike digital photography, the images stored 
on Photo CD discs were originally captured with 
35mm print or slide film. 

Digital cameras bring photography into the 
computer age, but they operate on many of the 
same principles as do traditional cameras. And 
both types use the same three basic compo- 
nents: lens, aperture, and shutter. 


By James Daly 


Camera bodies for both digital and traditional 
silver-based photography are also virtually identi- 
cal. But that’s where the kinship ends. A tradition- 
al camera captures the image on film using 
emulsion—an extremely thin layer of gelatin filled 
with light-sensitive crystals. Digital cameras cap- 
ture the image using much more modern means. 
This digital photography primer should give you 
some insight into making pictures out of pixels. 

Beyond our primer, the list of add-on periph- 
erals for digital photography is endless: desktop 
scanners, frame grabbers, still video, hand scan- 
ners, drum scanners, video capture boards, 
Photo CD and more. Maybe that trip to Fotomat 
wasn't so inconvenient after all. 


Shutter 
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Charge-Coupled Device (CCD) 


A CCD consists of electrodes that 
divide a silicon chip into photo-sensi- 
tive cells called pixels. The light is first 
carried through a color-filter layer 
that determines which primary color 


(red, green, or blue) each pixel senses. 


The image then forms on a base layer 
of silicon substrate that releases 
electrons proportionate to the amount 
of light that hits it. 

The number of electrons drawn to the 
electrodes determines whether the pixel 


is light, dark, or somewhere between. 

The stronger the light, the greater the 

number of electrons drawn together. 
The electrodes are linked to an 

analog-to-digital converter, which 

assigns each site a digital value 

corresponding to the number of 

electrons gathered there. The 

saved list of values makes 

up the digital image, which 

is then transferred to your 

PC or Mac. 


Electrons 
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Storage 


A standard 35mm roll of film can store more 
images than almost any digital camera. Digital 
images devour storage space. To hold them, 
filmless cameras use either battery-powered 
memory chips, small floppy disks, or hard 
disks. All that storage space, however, delivers 
only adequate image resolution. The CCD in 
Kodak’s DCS 420 has over 1.5 million pixels. 
As impressive as that sounds, a fine-grain 
35mm-slide film delivers resolution equivalent 
to around 6 to 10 million pixels. As a result, the 
most compelling arguments for today’s digital 
cameras don’t center around image quality, 
but speed and convenience. 


Silicon substrate 


Electrode layer 


Electrode 


Personal Computer 
Digital photography isn’t a game for out- 
dated machinery. Manipulating the large 
images produced by a digital camera 
generally requires a 486 (or the equiva- 
lent) with 8MB RAM or more. And be- 
cause digital images can take up a lot of 


disk space, you'll need the biggest hard 


Color-filter layer 


From Camera to PC 


To load images into your PC, just con- 
nect a serial cable into the camera and 
the computer. Most image-transfer utili- 
ties display a thumbnail version of the 
stored images on the PC screen. Some 
utilities have small image-enhancement 
features (brightness, contrast), but for 
heavy editing you'll want a program such 
as Adobe Photoshop. 


drive you can muster. 


High-Resolution Monitor 
If you plan on getting serious about digital pho- 
tography, you'll need a monitor with a sharp, 
Clear image. For clarity, consider a 15-inch or 
larger model with a minimum of 1024-by-768 
resolution and 0.28mm dot pitch (the distance 
between screen pixels) or smaller. To reduce 
eye strain and avoid screen flicker, the monitor 
should be non-interlaced and support a 72Hz 
refresh rate. You'll also want a graphics-display 
adapter that supports 16 million colors (some- 
times called true color or 24-bit color), particu- 
larly if you're using a higher-end color digital 
camera. Anything less could display an inaccu- 
rate representation of your image. 
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Don’t Mess with 

Your Mother(board) 

I'm considering upgrading my system by 
installing a new motherboard. A friend of 
mine told me it was pretty easy to do: ‘Just 
pull out the old one, put in the new one, 
put your old memory in the new one, plug 
in the power connector and your other 
cards, and you're ready to go!” I'm not really 
technically oriented, though. Is it really that 
simple? I'd love to get a 486, and this 
seems like the cheapest way. 

Robert Graves 

Richmond, Virginia 


While it’s true that you may save some money | 


by just replacing the motherboard in your cur- 
rent PC instead of buying a new system, it may 
not be as big a bargain as you hope. Do-it- 
yourself motherboard upgrades are risky busi- 


ness. There are 1,001 ways to damage these - 


delicate creatures. Tweaking them is a good 
way to void a warranty—leaving you with an 
expensive piece of high-tech wall art. 

Also, while the memory you havenow FF 


may be plenty quick for a 386, it may not be iy, 


fast enough to optimize the performance of a 
486. You'll probably want more RAM, too. And if 


you go for a local-bus 486 motherboard, you'll 
want to upgrade your graphics card and drive _ 


controller to take advantage of the additional per- 
formance. All that can add up to $700 or more. 

Furthermore, motherboards have to be con- 
figured properly to get the most out of your 
system, which requires a familiarity with such 
arcana as wait states and jumper settings. So 
unless you’re looking for a serious new hobby 
and like the idea of spending a few hours with 
a grounding strap around your wrist, you’re bet- 
ter off buying a new PC. It may cost you a little 
more, but you'll be able to spend your time 
playing on your PC instead of inside it. 


How Far to Upgrade 

I'm going to buy a new computer to 
replace my old 386/35, but | can't make 
up my mind whether to get a bargain 486 
or go for a Pentium. What is the better 


deal? I’m mostly interested in games. 
Timothy Glenn 
Rockville, Maryland 


With personal computers, it almost always 
pays to aim ahead of the curve, especially if 
you’re a game player. If you’ve got the money, 
go for a Pentium. You might be happy with a 
bargain-priced 486 for a while, but it won't last. 
Many new and soon-to-be-released games 
and multimedia titles recommend a Pentium 
for optimum performance, and it won't be long 
before cutting-edge entertainment software 
requires a Pentium to run. 


2 


~~ 


Where’s My RAM? 

| just installed 4MB more RAM in my sys- 
tem, but when | boot the computer it still 
says | only have 4MB! What gives? 

Tim Rothschild 

Austin, Texas 


It's entirely possible that your PC doesn’t know 
you installed any new RAM. While some com- 
puters can locate and use new memory auto- 
matically, others require help. You may need to 
change some jumper settings on the mother- 
board or make configuration changes to your 
system BIOS (Basic Input-Output System), the 
small piece of software built into your mother- 
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Motherboard upgrades, 
PC speed freaks, 
and fractured files. 


board that handles all the chat between the 
computer and the peripherals. 

Check your system manual for more infor- 
mation on upgrading memory, or call the manu- 
facturer’s support line for more help. Have fun. 


When Faster, Isn’t 

Why is it that my friend's double-speed 
CD-ROM drive seems to run some titles 
faster than my quad-speed drive? | didn't 
spend the extra money just to get burned 
by a lower-tech drive. 

Ted Morrison 

San Jose, California 


Well, Ted, CD-ROM speed is a tough thing to 
quantify. The apparent performance of a CD- 


ROM drive is controlled by two things: access 
. _ time and throughput. 


Access time describes how long it takes 
the drive to locate whatever data the com- 
puter wants. CD-ROM access times 
range from around 150 milliseconds 
(ms) on the speediest drives to about 
300ms on a real dog. Access time is par- 
ticularly important with games or titles that con- 
stantly need new information from different 
parts of the CD-ROM. Database-like titles, 
such as Microsoft Encarta, benefit most 
from fast access times. 
Throughput covers the rate at which 
the CD-ROM drive can transfer data to the 
PC. Generally, single-speed CD-ROM drives 
have a throughput of about 150 kilobytes per 
second (KB/sec.). A double-speed drive has 
twice the throughput, or 300KB/sec. Your 
quad-speed drive pumps the data along at 
600KB/sec. That means you'll get better-look- 
ing, smoother, and larger video with titles that 
take advantage of the extra throughput. 

It is possible that your friend’s double-speed 
drive has a faster access time than your quad- 
speed model; that would explain the perfor- 
mance difference. But don’t take it too hard: 
You're lined up for the next generation of 
games and multimedia titles that will take full 
advantage of your quad-speed drive. Then your 
friend will be the one suffering from disc envy. 


Don’t Touch My Files! 
Several software packages I've installed 
recently have asked whether | want 
them to modify my CONFIG.SYS and 
AUTOEXEC.BAT files or simply put the 
changes in a separate file so | can do it 
later. So far I've just been letting the soft- 
ware make the changes, but is that a good 
idea? |don't want anything messed up with 
my system. 

John Neighbors 

Portland, Oregon 


Back a few years, you heard plenty of horror 
stories about software that made spaghetti out 
of the CONFIG.SYS file and didn’t even backup 
the old version. That doesn’t happen much any 
more. Today’s software packages are generally 
pretty responsible about making only absolute- 
ly necessary changes to your configuration files. 

Most programs offer to make the changes 
and save your old files as backups, usually 
named something like CONFIG.BAK or 
CONFIG.OLD. To be safe, jot down the names 
of the backup files. If something goes wrong, 
you can just reboot with a boot disk (you do 
have an emergency boot disk, don’t you?), 
rename the backup CONFIG and AUTOEXEC 
files to CONFIG.SYS and AUTOEXEC.BAT, and 
restart the computer. If you’re using DOS 5 or 6 
(and you should be if you want to play today’s 
games and multimedia), you can also hit the F5 
key when you see “Starting MS-DOS...” appear 
on your screen during boot-up to bypass 
altered or damaged system files. 

Don’t delete the “bad” files right away, 
though. You may want to save copies so you 
can call technical support to complain. \= 


Fax, mail, or e-mail your queries to the 
S.OS. staff at: 


¢ Electronic Entertainment 
951 Mariner's Island Blvd. Suite 700 
San Mateo, CA 94404 
¢ Fax: 415-349-7781 
* CompuServe: 73361 ,263 
* America Online: ElecEnt 
¢ Internet: chrisi@netcom.com 
¢ MCI Mail: 611-7339 
Sorry, but we can’t send personal 
responses to every question. 


Fax: (415) 349-8532 
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Advertisement 


HoT, FUN 


From chariots to Trade Wars 
2002, from dungeons to 
deep space, the hottest 
new games, always 

| i* 


Multiple players, role 
playing, interactive —it’s all 
here! 


Gaming connection 
for multiplayer DOOM! 


Unrestricted down 
loading—at fast 14.4 Kops! 


Information, education, 
chat, forums, and more! 


Instant access, 
24 hours a day! 


Internet mail and FidoNet 
newsgroups! 


Choice of screen graphics! 


All skill levels—adventure 
for the whole family. 


(608) 822-2000 


by modem 
Voice: (608) 849-1464 


* Never any charge to use the service: you pay 
only your normal cost for the phone call. 
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‘TIE FIGHTER 
CAMPAIGN 1: 
DEFENDER OF 
THE EMPIRE’ 
The next chapter 
in the TIE Fighter 
saga continues 
with you piloting 
the Imperial star- 
fighter in more 
thrilling Star Wars 
missions. Offers 
four new historical 
missions, three 


‘HEROES OF 
MIGHT & MAGIC’ 
is the newest in 
fantasy wargam- 
ing. Conquer the 
world through the 
strategic use of 
resource man- 
agement’ and 
battle savvy. Fea- 
tures up to 3 cus- 
tomizable com- 
puter controlled 
warlords, super 


Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives 
replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. 

OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide 
airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. All 
sales final. Call for details. 


Universal 


‘UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 com- 
puter games! Safe 
and easy to use 
even for novices. 
It'S menu driven. 
Just point and 
shoot. Never be 
locked out of your 
own software 
again! Winner of 


‘THE PURE 
WARGAME: 
DEATH FROM 
ABOVE’ is the 
first in a new se- 
ries from QQP. 
Designed to give 
you full control of 
an extremely ac- 
curate rendition of 
the greatest air- 
borne assaults in 
WwW2. Offers com- 
mand of Axis or Al- 


new battles anda BYTE Magazine's lied forces and au- 
continuation of the Aug. '94 Pournelle thentic Battalion 
storyline. $19 Award. $38 insignias. $29 


‘CYBERIA’ It's 
2027. Global ter- 
rorists rule. Man- 
kind lives on the 
brink of destruc- 
tion. And the ulti- 
mate doomsday 
device — code- 
named Cyberia — 
has just been dis- 
covered. Features 
state-of-the-art 3D 
graphics, realistic 
character move- 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Jan 1st through Feb 28th or while supplies last. Re- 
quest must be made at time of order. 


SPEND $60 GET 


Airborne Ranger 5.25, Charge of the Light Brigade 5.25, 
Chess Net WIN 3.5/5.25, Conquered Kingdoms Scen 1 3.5, 
Dr. Dooms Revenge 5.25, Gunship 5.25, MacArthur's War 
5.25, Microleague Baseball Managers Challenge 5.25, Rail- 
road Tycoon Classic 3.5, SDI 5.25 


SPEND $100 GET 
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€xperionce the Futute a 


Battles of Destiny 3.5, Bridge 7.0 3.5, Cohort 2 3.5, Dragon 
Force 3.5/5.25, Earth Invasion WIN 3.5, Heirs to the Throne 
3.5, Kronolog: Nazi Paradox 3.5, Simon the Sorcerer 3.5, Sony 


VGA graphics, 
and dynamic 


ment, and breath- 
taking action se- 
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4 Plex Quad Spd EXT $559 
Advnc Grvs Ultrsd Mx $179 
Altec ACS 300 Sp sb $239 
Audiophl Refr 10 A sp $122 
CH Mach 3 Joystick $25 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Digital Edge 3x Int CD $699 
Fit Stk Pro X-Wng Bdl $72 
Games Kybrd Temp ea. $11 
Gravis Phoenix Joystk $98 
Impresn Lite VLB Crd $299 
Jazz J-306 Speakers $32 
Jazz J-320 Speakers $49 
Jet Stick $24 
Labtec CS-800 Spkrs $32 
Maxx Cobra Flightstick $59 
Media Cncpt Sblist Cln $39 
NEC 4XEEXTCD $489 
Reel Magic Video Upg $342 
SBlastr 32 AWE Light $169 
SBIst Discovry CD 16 $238 
SBist Edt CD16 Ex Kt $529 
SBist Gameblist CD 16$379 
SBist OmniCD 4X $412 
Sound Blaster Value $57 
SGalaxy BX2 WSpkrs_ $29 
SpeedStr Pro SE VLB $179 
Thrustmst Driving Sys $111 
Thrust F16 TQS Thrttl $112 
Thrst FCS Pro UPRom $14 
Thrustm FLC Sys F16 $112 
Thrustmstr Rudder Sys $99 
Thrust WCS 1 UPROM $14 


Vivid 3D Sound $55 
Aide de Camp $45 
CincPac: Midway $39 
Dreadnoughts Deluxe $59 
Fifth Fleet CD $39 
Harpoon ClassicCD $26 
Iron Cross $39 
Panzer GeneralCD $39 
Stalingrad $39 
Tac Ops WIN $40 
Victory at Sea $41 


sound. CD$39 


11th Hour CD $51 
Alone in the Dark 3 CD $48 
Beneath Steel Sky CD $41 
Bioforge CD $44 
Blackthorne $29 
Castle Wifstn CD 6 ep. $42 
Central Intelligence CD $24 
Chaos Continuum CD $29 
Creature Shock CD $48 


Cyberia CD $45 
Dark Forces CD $46 
Death Gate CD $32 


Doom 2: Hell Earth CD $44 
Fortress Dr. Radiaki CD$34 
Fred P. Frnt Pharm CD $32 


Full Throttle CD $42 
Gabriel Knight CD $43 
Gateway 2 CD $25 
Inca 2 CD $19 


Journymn Prj Spec CD $39 
King’s Quest 7 CD WIN $48 
Kronolog : Nazi Paradx $22 
Legend Kyrandia 3 CD $39 
Leisure St Lrry Anth CD$47 


Lost Eden CD $39 
Man Enough CD $34 
Myst CD $46 
Nerves of Steel $22 
Noctropolis CD $47 


Out of this World 2 CD $45 
PhantasmagoriaCD $49 
Police Quest 4 CD $44 
Quarantine CD $39 
Quest for Glory 4 $29 
Relentless: Twinsn CD $44 
Retrn to Zrk wAnth CD $44 
Rise of the Triad $38 
Robot City CD $48 
Sam & Max Hit Rd CD $42 
Shadws Cairn WIN CD $39 
Simon the Sorcerer $18 
Space Quest 6 CD $45 
Star Reach $36 
Star Trek 25 Anniv CD $51 
Star Trek Judgt Rts CD $42 
Star Trk: Str Fit Acd CD $48 
System Shock CD $47 
Voyeur CD $46 
WIf: Hnt or Be Hntd CD $39 


quences. CD $45 


SRS9 Speakers, Storm Across Europe 5.25, Warlords 1 5.25 


Alien Legacy CD $39 
Arena Elder Scrolls | $39 
Character Editors 

(Specify Game) Each $16 


CyberJudas CD $48 
Cyclones DOS or CD $44 
Dark Sun 2 CD $49 
Dragon Lore CD $44 
Dungeon Master 2 $37 
Hell CD $45 


Hero’s Mght & Mgc CD $39 
Hunters of Ralk CD $54 
Ishar 3 CD $33 
Kingdms Far Rches CD$40 
Knight Xentr CD PG 13 $39 
Legacy: Rim Of Terror $39 
Lord of the Rings 2 CD $38 
Lords of Midnight CD $48 
Menzoberranzan CD $47 
Return to Ringwrld CD $44 
Rings of Medsa Gld CD$23 
Robinson’s Requm CD $33 
Shadow Caster CD $44 
Skyrealms Jorune CD $39 


Star Trail CD $45 
Startrek Next Gen CD $49 
Stonekeep CD $46 


Suprhero Lg. Hbkn CD $34 
Syndicate Plus CD $40 
Ultima 8 CD w/spch pk $33 
Witch World $42 
World of Xeen CD $40 


CD-I 220 Philips Plyr $399 
CD-| 450 Magnvx Plyr $289 
7th Guest Digital Video $52 


Axis & Allies $44 
Burn Cycle $46 
Earth Command $44 
Escape Cyber City $44 
Inca $44 


Mad Dog McCree $52 
NFL Trivia Challenge $44 
Pinball $30 
Sargon Chess $36 
Zelda: Wand Gamelon $44 


Absolute Zero CD $40 
Aces of the Deep CD $47 
Aces over Europe CD $38 
Across Rhine Gold CD $48 
Air Cmbt Sr: Nv Ftr CD $47 
Air Have Cntrl WIN CD $39 
Armored Fist CD $47 
Battlecruiser 3000 CD $48 
D-Day: Oprt Ovrird CD $39 


Dawn Patrol CD $40 
Delta V CD $43 
DescentCD . $48 
Falcon Gold CD $50 
Fighter Duel Pro 2 $33 
Fighter Wing CD $39 
Fleet Defender Plus CD$48 
Flight Sim Toolkit $54 
Flight Unlimited CD $48 
H.A.W.C. CD $35 


Harrier Assit SVGA CD $35 
Indy Car Rac Add 1or2 $22 


Jet Fighter 3 CD $48 
Kawasaki Super Bikes $24 
Lode Runner CD $38 
M1 Tank Platoon 2 $44 
Magic Carpet CD $43 
Mech Fre: Iron Assit CD$39 
Mechwarrior 2 $46 


Metal Tch: Battledrome $34 
Microsoft Flight Sim 5.0$44 
MS Space Simulatr 1.0 $44 
Nascar Racing CD $47 


Renegade CD $48 
Sea Wolf CD $44 
Spectre VR CD $39 


Star Crusader CD $39 
Sub Battle Simulator $16 
Sub War 2050 Plus CD $40 


LES Gp $36 
Task Force Admirals Pk $39 
Test Pilot CD $44 
Theme Park $38 
Tie Fighter MDk 1 or 2 $19 
Tower CD $44 
U-Boat 2 $36 


Wing Com Armada CD $47 
Wings of Glory Enh CD $44 
X-Wing Collector's CD $46 
Zephyr CD $45 


Advanced Civilization $34 
Arc of Doom CD $30 
Battle Isle 2200 CD $34 
Battle Chickmagua CD $42 


Battles of Destiny $19 
Black Beard $34 
Breach 3 $34 


Celtic Tales: Balor Evil $39 
Colonization Gold CD $48 
Command & Conquer $38 
Darklegions CD $38 
Empire Dix Mst Edit CD $22 
Fantasy Fiefdom CD $48 
Flight Com 2 PCMC CD$38 
Front Lines $39 
Genghis Khan 2 $34 
Grandest Fleet CD $32 
Hammer of the Gods $39 
Harpoon 2 Battle Set 1 $24 
Heirs to the Throne $19 
High Seas Trader CD $39 
Hollywood Mogul WIN $39 
Incredible Machn 2 CD $39 
Jagged Alliance CD $46 
Kingdoms of France $34 


Kingmaker $33 
Lemmings 3 $35 
Lords of the Realm $39 
Lost Admiral 2 $39 


Master of MagicCD $48 
Master of Orion CD $40 
Merchant Prince $37 
Outpost Planet Add CD $33 
Perfect General2 CD $35 


Project USA CD $29 
Reunion CD $33 
Romance 3 Kingdms 4 $39 
Sim Ant CD $41 
Sim City 2000 $34 
Sim City 2000 Windows$42 
Sim Earth CD $40 
Sim Town CD $42 


SimClassic Collection $44 
Stalingrad PCMC CD $39 


Ticonderoga $46 
Transport Tycoon CD $48 
Warcraft CD $39 
Warlords 2 $26 


X-Com: UFO Defns CD $40 


Come Play W/Me CD $36 
Cyber-Peep Intract CD $19 
Dark Tunnels CD $29 
Desktop Mistress CD $49 
Desktop Voyeur1 CD $49 
Digital Dancing CD $32 
Dream Girl CD $28 
Dream Machine CD $54 
Fantasies IntractCD $35 


Fox Pack CD $37 
Girlfriend Maria $39 
Girlfriend Suzie (R) $44 
Hot Slots CD $39 


Intract Semr Butts 2 CD$58 
Intract Sex Therapy CD $54 
Int'l Strip Poker CD $24 
Ladies Club Pkr Nt CD $26 
Midnight Stranger CD $45 
Mind Teazzer CD $32 
Neurodancer CD $39 
Nightwatch Intract 2 CD$39 
Paradise Club CD $39 
Penthouse Intract 3 CD $64 
Scisrs N’ Stns WIN CD $29 
Sorority House CD (R) $37 
Space Sirens CD $49 
Spy Club (R) CD $59 
Strip Poker Pro (R) $32 
Vampire’s Kiss CD $49 
Virtual Director CD $49 
Virtual Valerie 2 CD $39 


Virtual Vixens CD $39 
Virtually Yours CD $49 
WanderLust CD $47 


Adult Movie Almnc CD $59 
American Built CD $24 
Buttmn’s Euro Vctn CD $19 
Drty Adit Crtoons 2 CD $36 
Evil Seductress CD $26 
Immortal Desires CD $25 
Model's Memoirs CD $22 
Pixis Adult SamplerCD $6 
Sizzle CD $36 
Ultra Sex V. 2 CD $26 
Wickd Q-Tm Movie CD $39 
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e “Stellar” Customer Service 
¢ No Equipment Rental Fees 


Escape HIGH 
Cable Bills 


* Delete costly cable | 
bills by purchasing your | 
own cable box! 


¢ Call to receive the best 
in Prices and Customer 
Service. 


¢ Open your eyes and 
see the vision, Multi- 
Vision. 
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wf Electronics, Inc. 
12105 W. Center Rd. Suite #364 
Omaha, NE 68144 


¢ Industry Leader In Cable Equipment 


Member of National Consumer Cable Association 


4 800 624-1 150 
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875 S. 72nd St. Omaha, NE 68114 
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VAC. COMPTON'S 1995 $29 | ¢ Virtual Vixens $49 »© Space Sirens $59 


DREAM MACHINE S44 | |? e | elf © | e§ e Neuro Dancer $39 ¢ Buttman’s Euro Vac $29 


ee ine cat $49 © ¢ Scissors n Stone $39 Sleeping Beauty $29 
NIGHTW CHI&2 $35 | ¢ Maxxx, The Naughty Dog $59 
: NEW ~_ @ Night Watch $39 ¢ Dream Machine $49 


¢ Dirty Debutantes $39¢ Private Video $39 
¢ Seymore Butts $45 ¢ Seymore Butts 2 a8? 


iT | T [ d ¢ Hot Slots $49 e Love Bites $29 
Int tive ¢ Mind Teazzers $39 ¢ Parlor Games $29 
NteractiueR, Pleasure Zone $49 © American Blonde $29 


New Interactive 
Titles $59 each !! 


Let us know your change 
Of address (subscribers only). 


OR WRITE TO: 


Electronic Entertainment : Va) Must be 21 or over 
| isa 


P.0. Box 89710 ‘Mastercard 1- 800-209-6655 catalog 


Boulder, Co 80822-9710 : 
195-19 Northern Bivd., Flushing, NY 11358 


CALL DAILY FOR NEW SPECIALS 
“¢ 
CAN Bp | 
SUPER SAVER BUDLES! 


INTERACTIVE CDs 
Vampire's Kiss... .new.... $59 
Maddams Bundle 3 CD ROM Titles . $99 Maddams Family......... $45 
(Maddams Family, Baby's Got Butt, Inferno) 
Vampire Bundle 2 CD ROM Titles... $99 


Heidis Girls 39 © Traci, | love you 39 * W Pink 39 ® The Fury 39 
Ginger Unlimited 39 * Boy Friends 59 ¢ Tabloid Beauties 39 


. Ade 


ME G2 eee $45 ea. 
The Barlow Affairs ....... $35 


(Vampire's Kiss, Virgins) lofer 3 
Virgins Bundle 3 CD ROM Titles.. .. $99 ce Ee er oe 
(Virgins, “A” Series, Barlow Affairs) sme EE : 

Seymore Butts .........-- $50 


Gorgeous Girls Bundle 3 CD ROMS. $99 
(Virgins, Elite American & European Girls) 

Dream Bundle 3 CD ROM Titles ....$99 
(Dream Machine, Baby's Got Butt, Inferno) 

Seymore Bundle 3 CD ROM Titles .. $99 
(Seymore Butts, Baby's Got Butt,Barlow Affairs) 


PHOTO DIIsCs> 
Elite American Girls-Volumes 1&2 ...$35 ea. 
Elite European Girls-Volumes 1&2 ...$35 ea. 


IDIGTITAL MOVIES 
The “A” Series Volume 1&2..$25 ea. né 


Adult Sampler CD..............$9.95 Baby's Got Butt............. $25 
Hidden Obsessions.......... $25 
Vanpite’ § Kiss me 
This is the first full sereen-full motion r CD Discount 


jadult adyeriture. Journey through the : 
corridégs of the vampire’s antient Virtual 21115 Devonshire St. #304 


3D eastle. Interactive graphics allow you 
to s¢archfor the Secret passageway that Chatsworth, CA 91311 


leads to the vampire’s private chambers. 


Your actions determine the outcome. ‘ders : 84 0 0 we 9 a 0 sone 9 QO7 7 


ics 55 for shipping & handling. 
Me et sive 18 or older to prder. 


FREE POSTE 


with every ore ler 


7 i a pe, r 
pit uals CTIVE 
KVARTERLY 


Positively the best way to nt saree 
with Adult CD Roms. Set includes: | 
Digital Dancing, Legends IV, Biker 
Babes, Legends, Insatiable, and a CD 


ge Sa mM Pp | er! Di | it d | 
a Digit 
@ Vixens 2: Space Sirens $59 While Supplies Last! S49 ies ia 
Venture into the domain of the alluring and beautiful Space 
Sirens only to realize that you've bees entrapped i in VR Adventures Seymore Butts {| $49 Group 
chamber to fulfill their every desire or remain a slave on the 


2 CD Set! Seymore is at it again. He’s out looking to 


mate with the girls of his dreams and needs your help. s Girlfriends-1 $29 


A collection of over 500 stunning photos! 


© Virtual Vixens $49 Dirty Debutantes $39 | Boviriends-1 $49 
ae Maxxx, The Naughty y Dog _$59 NightWatch Part One $29 Over 500 photos of top male performers. 


Ever d ¢ bl | fz h the 4 
wh hg ne ag gh | Bike Bang (male) $49 
trol of a ultra sophisticated remotely road jie wis il dog NightWatch ll Interactive $44 
ec ripped Ee a on nit Th M hi zd Sharon Starlet $29 
Eid pecan: é Dream Machine $49 "ay Sune $29 
*’ the unimaginable through the 
B eyes of a cure and cuddly Ml Adventures of Seymore Butts $39 __| Bury: Shavia! $29 
Be. cybernetic creation. Infiltrate a " . u y: y ' 
| house full of beautiful babes Hidden Obsessions $29 
and watch their most intimate 
moments. 


station forever. 


. Pr = Amorous Asian Girls 39 101 Postions 2 39 
Al Scissors -N- Stones $39 PRIA’ J Va Best of Inferno 29 Adult Movie Almanac 49 
Ist interactive erotic game with full motion video. College Girls 39 High Society Magazine 49 
Frat Girls of Double D 39 Lingerie Interactive 29 
i NeuroDancer $39 . Legends of Porn | 29 Maddam’s Family 39 
Roam the NeuroNET by hacking into the forbidden worlds Feel the sensual heat when 3 girls win a Racquel Released 39 Samurai Pervert 69 
of dark mysteries, danger, and sexuality. Featuring 3D ani- | fantasy weekend in sunny Spain. Traci | Love You 29 Select A Pet 29 
mation, interactive game-play, TFUI Interface and live | Sorority House 37 
motion video. @ PICT IT Spy Club A9 
Adult Ref. Library 39 ~=Tokyo Nightlife 59 
eons Oy stooping Beauties $24. | rivcto Vidoo Magcehe #1 sold over | Amar toae” 29 vapors “9 
your dreams. 50,000 copies in Europe. Beautiful models | Busty Babes 3 49 Wildest Dreams 1 49 
' . and high production values. Erotic Encounters 44 Winner Take All 49 

i Buttman’s Euro Vacation $24 Girls of Vivid 2 29 


Models Wild Fantasies 39 
Venus Model Search 94 44 


lake an erotic tour through Europe with Buttman in one of the 
most exciting journeys ever captured on video. 


$34 Each 
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You may know the Doom 
Guy as little more than a 
pretty face with shifty 
eyes who gets bloodier 

<| and more miserable 
looking as he absorbs 
mutant attacks in Doom 
<“— > — « and Doom |I. But there's 
_ more to the Doom Guy than 
at. Now, for the first time, he 
slicly about the controversies 
uture es and the other 


a bal 


Fasten your helmet! 
in the new [insert 
company name] 
game release, entitled 


toma 


as 
portrayed 
by 
real-life 
celebrity 
as you The. soft- 
join ware, 
forces priced at 
to trium- $79.95, 
phantly comes 
complete 
with 


been really draining to make. — 
Oh yeah, it was hellish 

E2: Some people say the’ 
taken computer-game_ vi . 
new level. What are your thoughts? 

Well, I mean, my kids play it. But 
they get a lot of love and attention, and they 
know, like, you don’t just pull out your 
plasma rifle except in the most urgent situa- 
tions. So I guess it boils down to the totality 
of all the influences out there on a kid. 

E2: In Doom’s precursor, Wolf- 
enstein-3D, the protagonist killing 
everybody in sight was B.J. Blazkowitz. 
This was widely known. Yet in Doom 
you’re just an anonymous guy... 

Well, I talk to B.J. a lot, and we kind 


of agreed that there are pluses and minuses | 


either way. His name is out there, he’s 
ten more endorsements and that kind 
thing. But he also gets a lot of weird cal 
home from frustrated gamers. 


Ee: You did kind of come « 


Before 
you 
succeed, 
you must 
obtain 
the 
coveted 


and 
can also 
function 

as a 
versatile 
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air...the “ok 
had some non-spe 
ware. I was in the cra 
of Tony La Russa Base 
£2: And now you're 
Do you find yourself ¢ 
you know, “the guy w 
like a maniac murde 
sight”? 
a . 


and 
employ 
it to 
win the 
assis- 
tance of 


Get like 
ready! this 
You've ~ before! 
never 
experi- 
enced 


TRUE WAVETABLE.SYNTHESIS © 16-BIT RECORD & PLAYBACK ° 3 CD-ROM IN 


. TERFACES ¢ 32 VOICE POLYPHONY/MULTI-TIMB 


Advanced 


HOLOGRAPHIC SOUND » SPORTS W D. 


‘S™ 3.1/MPQ2. SOUND BLASTER™. MT-32 & GENERAL MIDI 
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Tarren reese 


EXPERIENCE THE POWER 
OF ADVANCED WAVETABLE SOUND TECHNOLOGY 


Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX™, 


The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce 
32 voices of incredibly realistic music —light years from the tinny sound pumped out by FM cards. Hear the difference right away with DOOM™ and Epic 
Pinball™ (both included). Enjoy sensational wavetable and digital sound with hundreds of popular applications that already support UltraSound. The MAX 
will also give you great sound with most games and applications written for Sound Blaster™, MT-32, General MIDI, and Windows™. 


Record or playback in 16-bit stereo at 48kHz (surpassing CD quality). Explore over 15 megabytes of bonus software. Offering you the greatest flexibility, 
3 the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it’s for real. 


| UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. Advanced 


| For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo, G RK VIS 
call (800)663-8558, (604)431-5020 or fax (604)431-5155. ™ 
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THE NEW.___._..— 


} MULTIMEDIA ENCYCLOPEDIA 


THE PLANET'S HOTTEST HARDWARE 
MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe 


have joined forces. And now theyre coming 


Sound| 
to get you. No other game experience can 


16 


prepare you for what's waiting inside the new 
Game Blaster CD" 16 multimedia upgrade kit* 
You get a Sound Blaster” 16-bit sound card and 

speakers that make all your games sound 
terrifyingly real. A 
double-speed CD- 


ROM, so all your 


BLASTERCD 16 


ia = oames run faster. An 


*Suggested Retail Price $549.95 


are the property ol their re Specuive OWNncTs. L ay INQUITIC SC reative | ibs ] 
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© 1994 Creative Technology Ltd. Game Blaster CD, Sound Blaster, and the Sour 


5227 or 408-428-6600. International inquiries: Creative Technology Ltd., Singapore 


FX-2000 joystick, so you can hone your reflexes. 
Not to mention the most outrageous games in the 
cosmos, like Rebel Assault, Sim City 2000, Return 
to Zork, Iron Helix, F-117A Stealth Fighter, Silent 
Service II, Civilization, Railroad Tycoon, and The 
New Grolier Multimedia Encyclopedia. Of course, 
all your games will sound better because they're made 
to be played on Sound Blaster. The question 1s, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? 


CREATIVE 


CREATIVE LABS, INC. 


Call I-800-998-5227. 


id Blaster and Creative logos are trademarks of Creative Technology Lrd. All other trademarks 
gapore, TEL 635-773-0233 FAX. 65-7 73-0353). 


